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Only you caiv 
stop the 
Luftwaffe 



The Summer of 1940. Hitler's war machine has 
hum hied all of Europe - except Great Britain. 

Now, the all-conquering Luftwaffe plans to soften up 
Southern England for an invasion known as 
< >peratinn Sea Lion. 




Only the RAF can halt their 
relentless progress. The odds are 
stacked against, them. 



Now. above the Home 
Counties; Spitfires and 
Hurricanes are locked in deadly 
combat with Messerschmitts and 
Heinkels. There can only be one winner. 

This is The Battle of Britain. 

Graphically 
stunning, historically 
accurate and 
thrillingly realistic 
i with instant-replay 
feature >, Their Finest 
Hour resets the stage 
for the ultimate 
dogfight. 

One thing's certain, this Lucnsfilm spectacular will 
provide you with many fine hours of pure entertainment. 

Available an: Atari ST. Amiga and PC and 
Compatibles (CGA, EGA, MCGA. VGA and Tandy * 16 
colour. Requires 512k Ram. Supports AdLib 1 * 1 sound 
card i. Mouse or joystick. 




TM unci 1989 Lucayfilm Ltd. (I.PLi. 
All rights reserved. 



LucasArts 





LAUGHS FOR PC 



Side-splitting 
pirate 
adventure 



Just when you thought it was le end for LeChuck, 
he's back. 

The legend states that "when LeChuck wants you 
dead, you're dead"- grim news for his old adversary, 
young Guy brush Threepwood. 




But fear not. Big Whoop holds the 
key togre.it power. All is not lost 

In this stunning graphic sequel, 
young Guybrush's adventures 
will have you rolling in hysterics. 
Beware, you'll laugh so hard, 
milk will flow from your nose. 

Behind every pirate is a really 
gnarly chair and in front of 
Guybrush is a saga so savage it'll 
put hairs on your chest. 



With 256 colours (PC 
version*, variable difficulty 
modes, interactive reggae music 
and "point 'n' click" interface, 
you'll be transported to Monkey 
Island in a Hash. 



m 



So. brace yourself, the fun starts here. Who knows 
when it will stop? 

Available on: Amiga (32 colours i and PC (VGA/ 
MCGA. Requires 640k Ram AT or compatible. Supports 
AdLib 1 ". Roland IM . SoundBlaster™ and SoundMaster™!! 
sound cards. Hard drive required. 



'I'M & ■ 1991 l.uni.-Aris Entertainment Company. LucasTilra Game* U a 
trademark of buudlhfl Ltd. Monkey Inland 2 - 
lM 'huck's Revenge is a trademark of LucasArts 
Entertainment Company. All rights reserved. 
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r, I A serious PC experience 

U.S. Gold Ltd., Units 2/3. Holford Way. Holford, Birmingham Bfi "AX. England Tel: 021 625 3366 



ADVENTURE FOR PC 

Who can save 
Civilisation from 
destruction? 

Who else? It has to be Indy. 

It all began a few thousand years ago, when Atlantis 
sank to the ocean bed. With it, the secret of the most 
destructive force on earth also sank without trace. Or did 

it? 





There it lay undisturbed for 
centuries. Until the Nazis 

rediscovered the Kingdom. 
Now it will only be a matter 
of time until they have a 
bomb so powerful it 
'"•p^ will draw World 

jBu -fr^ conclusion. Schnell! 

Enter the man 
with the funny hat 
and the bull whip. 
Along with Sophia, his 
trusty side-kick, the world's future rests on their 
shoulders. 

Is this too much to ask? No way! 

Join the intrepid duo in dazzling 3D with full music 
and sound effects as The Fate of Atlantis and the world is 
decided. 

So, here goes! 

Available on: Amstrad and 
C64 Cassette & Disk, Spectrum 
Cassette, Atari ST. Amiga; PC 
and Compatibles. 






c 1992 LucasArts Entertainment Company. 
All rights reserved. 



You're about 
to enter 
"Another World" 

It was a one-in-a-million chance. But it was about to 
happen. 

Young scientist Lester Chaykin was busy 
experimenting in his laboratory. He'd just reached a 
crucial point in a test on sub-atomic particles, when zap, 





a bolt of lightning struck and Lester 
was teleported into a different 
dimension. Into Another World. 

He was on his own, against an 
unknown quantity. 

From the designers of 
Future Wars - Another World 
took two years to create. And 
it's easy to see why. 

There's zoom, panorama and 
close-up shots, as well as a unique polygon animation 
technique for fluidity. 



Delphine's in-house 
recording studios provide the 
finishing touch. 

Quite simply, you ain't seen 
nothin* yet. 

Available on: Atari ST, 
Amiga (32 colours) & PC <CGA, EGA. VGA, Tandy <g>, 
AdLib™ & Roland™). 





© 1991 DELPHINE SOFTWARE. 
All rights reserved. 




A serious PC experience 

STREENSHOTB ARE ONLY INTENDED TO HE tUUSTIlATTVB Of THE OAMF.P1.AY AND NOT THE SCREEN GRAPHICS WHICH KAY VARY 
CONSIDERABLY BETWEEN DIFFERENT FORMATS IN QUALITY AND APPKARANCK AND ARE SI 'MPT TO THE COMPITEES SPECIFICATIONS 



DISKS 8 

Not one... Not two... But - yes! - 
three prime n' juicy disks brim- 
ming with top stuff, including 
playable demos of Team 17's 
Assassin and Virgin's K.G.B.! 
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13 NEWS 

US Cold release the first Amiga 
screenshots of Streetfighter 2 and 
Anco prepare for Kick Off 3's, er, 
kick off. PLUS news on Dune 2, 
Sensible Soccer V1 1 and Gunship 
2000! 

21 LETTERS 

It's payback timel The One's read- 
ers load both barrels and let rip! 

25 ONE ON ONE 

Brett Sperry, boss of Westwood 
'Beholder 2' Studios, pops across 
the pond to have a chat... 

29 THE END! 

No, don't get worried - it's just a 
feature about end-game 
sequences, where we reveal the 
rhyme and reason behind some of 
the recent past's more memorable 
examples. Phew! 

33 WORK IN 
PROGRESS 

The Bitmaps finally take the wraps 
off their CHAOS ENGINE, US Gold 
invite you to participate in its LEG- 
ENDS OF VALOUR and David 
Braben ponders on the future in 
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the final leg of our massive ELITE 2 
saga. 

48 WIN A MULTIME- 
DIA AMIGA! 

51 REVIEWS 

Look yonder for the full run-down 
of this month's goodies but suffice 
to say that they're hot, hot, hott 

87 KILL ZONE 

No longer detachable, but still a 
damn fine read. 




ff 0000 



THE CHAOS ENGINE 

Slipping through the barbed wire and sneaking past the 
drooling Dobermans, Gaz Whitta managed to infiltrate 
Bitmap Central and brought back this exclusive report on 
one of the most eagerly awaited games of the year! 



104 CHEAPOS! 

Got some loose change 
burning a hole in yer pock- 
et? Then cast your eyes 
over these offerings... 

109 DIARY OF A 
CAME 

Braybrook's back - and he's 
baaad! 

114 PD ZONE 

Cheaper than Cheapos, 
there's some right little 
crackers on offer this 
month, including a brilliant 
Donkey Kong clonel 



GAMES FEATURED IN THIS ISSUE 




KILL ZONE....87 

You may not be able to pull it out 
this month, but you still can't beat 
it. Some of the best tips this side 
of Spatula VI, planet of the tip- 
sters. Highlights include a Dune 
guide, Lure of the Temptress hints 
and tips and the start of our Eye 
of the Beholder 2 complete solu- 
tion. PLUS the shock departure of 
Dr Upchurch from the Surgeryl 



COAAPO. 



48 



It's time to think about the 
future, and that's why Psygno- 
sis are offering this superb 
Amiga CDTV complete with 
add-on keyboard and floppy 
drive as the prize in their great 
Beast 3 compo! 



120 PREVIEWS 

Gary Whitta shows you what's 
coming your way in the future - 
and you don't even have to cross 
his palm with silver! 

123 GAMES INDEX 

Ifs big, it's beautiful and it's totally 
invaluable to the beleaguered soft- 
ware hunter. Yes, the cream of the 
releases from the last eight 
months or so is here for your 
perusal. 



PUTTY. 52 

Something like four centuries in 
the making, System 3 finally 
launch the game starring their 
perfectly pliable platform hero. 
And - hooray! -it's a right hootl 
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REVIEW 



CHEAPOS 



TIPS 



EYE OF THE BEHOLDER 2 TIPS 



FIREFORCE 
THE GADGET TWINS 
THE HUMANS 
INT. RUGBY CHALLENGE 
LEGENDS OF VALOU 
LIONHEAR 
LOTUS 3 
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LURE OF THE TEMPTRESS TIPS 



MATCH OF THE DAY 



MONKEY ISLAND 2 



NOVA 9 
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ROME AD9! 
SHUTTLE 
STREETFIGHTER 2 
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RAINBOW COLLECTION HOLLIWOOO COLLECTION WHEELS OF FIPE COMPILATION IN T. COMPILATION 

9.99 9.99 7.99 9.99 



WWW W COMPILATION fists Of Fun- compilation jimmvwkttf 

9.99 9.99 14.99 





aUOBV WORLD CUP I HUNOE RHA W ■ MAN UTD EUROPE FLAMES OF FREEDOM WONDERLAND 

8.99 9.99 9.99 11.99 13.99 



KICK OFT I F14SmnEEAOi.fi 3 LOTUS TURBO 1 

8.99 14.99 11.99 



LEUMMGS OH NO' MOKE LEMMINGS 

13.99 9.99 




WU.GS PLA-ER MANAGER WOLFCHH.D OELUIf PAINT ) PRINCE 0* PERSIA SIM AND POPULOUS SCftABBLE DLLUIL CAPTIVE 



11.99 




8.99 



12.99 24.99 9.99 

m 



16.99 11.99 



6.99 



HFIMDALl 

11.99 



SPACE CRll.ADF 

12.99 




MICROPROS* OOLF ELITE 

13.99 10.99 



SPEE06ALLI VIISIULTM RLALMS MM JONES ADV SUPREMACY iFWT OF EHCAUSUR ULTIMA 5 



6.99 



14.99 9.99 



9.99 



9.99 



9.99 



10.99 



LC.FT DESERT 

9.99 



Amiga Software — Games marked (NOP) will not work on the AMIGA A500 PLUS or AMIGA 600. 
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QUICKJOVOJ1 JOYSTICK 
(MICHOSWnCMED) 

6.99 

LOGIC 3 
SIGMA RAV 

11.99 

COMPETITION PRO 
EXTRA JOYSTICK 
~~J (CLEAR BASE) WITH 
AUTOFIRE AND 
SLOW MOTION 

10.99 

CHEETAH BUG 

13.99 



QUICK JOY 
JET FIGHTER 

11.99 

QUICKSHOT. HA 
TURBO 2 



9.99 
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OUICKSHOT1J8F 
MAVERICK 1 



12.99 



QUICKSHOT 
PYTHON 

9.99 




EGO 
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-AMP ART -.- 
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lEDUCATYONAL OETECTl.f GAMF. 
HxIRE »•< TIME IS CARMEN SAHCE 
(EDUCATIONAL DETECTIVE GAME 

COVERING I MAI IEA0S OF HISTOR, 

WHL'BEAMISHIIMCO) ._ 

WINO COMMANDER I 

wings ii MEG) mmmw 
wa*io _ — i — 

WIZARDRY « BANE OF THE COSMIC 

FORGE __„—.. BAM 

WOSJOBLD IIM 

WONDER. tSO H MEOl ISM 

"CPU WORTH WORD 

PROCESSOR. I MEG) _ J,..., MM 

WWF w-rSTLIMO 14M 
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QUICK JO V 
MEGASTAR 

19.99 

QUICKSHOT if- 
155 Im- 

A VIATOR 

22.99 

QUICKJOY 
TOP STAR 

18.99 

QUICKSHOT 
INTRUDER 1 

22.99 
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QUICKJOY FOOT PEDAL 
(HIGHLY RECOMMENDED) 

18.99 

STARFrGHTER REMOTE 
WITH TWO INFRA RED 
JOYPADS 

29.99 




Comes Ctub 



0279 600204 

Open to 8pm Weekdays 
and to 5pm Weekends 

ANNUAL MEMBERSHIP 
UK £6.99 EEC £8.99 
WORLD £10.99 
We only supply members but you can 
order as you join. 



Tho Special Reserve lull colour club 
magazine nrg Is sen! to all members 
bi-moninty. NRG features lull reviews 
ol new games plus mini-roviews. new 
products. Special Reserve charts. 
Release Schedule and hundreds ol 
special otlers 




£30 worth of money-on coupons 

to save even more money oil our amazing prices. 

We sell games and accessories, all al amazing prices, lor 

Megadnvc Master System. Game Gear. Super NE5, 
Gameboy. NES. Lyna. Amiga. Atari ST. IBM PC. CDTV and 
IBM CO ROM. 



Best Service, Best Prices. Biggest Selecllon 

That's why over 100,000 people 
have joined Special Reserve. 



NEW AMIGA 600 _ _ ^ 

BBiiiiii. 299.99 



Over 100,000 people have Joined Special Reserve 
The club with no obligation to buy 
Tel. 0279 600204 for a free COLO R catalogue 



CITIZEN SWIFT 9 184.99 

WITH COLOUR KIT. S PIN. M COLUMN. iMCPSiteNLQ 1NLCV1 WAFT FONT. 34 

MTH WARRANTY A 0 PIN RRMTER WITH COLOUR FACILITY AND FULL PAPER 
MANOLINQ FUNCTIONS 

«f£ SPECIAL RESERVE MEMBERSHIP Fftft PRINTER LEAD 4 fBff COLOUR KIT 

CITIZEN 120D+ 129.99 

9 PIN. M COLUMN. 144 CPW8NLQ. 3WLQ/1 DRAFT FONT. 24 MTH WARRANTY. 
HIGH QUALITY MONO PRINTER 

mil SPECIAL RESERVE MEMBERSHIP. '*•££ PRINTER it AO 

CITIZEN 224 224.99 

WITH COLOUR KIT. 80 COLUMN. IWCPS'WLQ 

JLG/1 DRAFT FONT. 34 MTH WARRANTY. 24 PIN 
LETTER, QUALITY PRSVTSR WITH EXCELLENT 

GRAPHICS (360X360 DPI). 

*«ff SPfCIAt RFSFRVF Uf UBERSHIP 
'REE MMH LEAD 
'REt COt OUR ATT 




CITIZEN SWIFT 24E 274.99 

WITH COLOUR KIT 14 PIN. SO COLUMN. 11KRS/7ILO. BLO/I DRAFT FONT, 34 
MTH WARRANTY. ADVANCED VERSION OF 114 WITH HIGHER SPEED. MORE 

r-ONTS AND SPECIAL LCD CONTROL PANEL 

<»££ -Iff fu. RESERVE ueuBtRSHIP. "ft PRINTER LEAP t FRET COLOUR KIT 

STAR LC24-20 204.99 

SO COLUMN. IBJCPa*4LO. 
M.CVI DRAFT FONT II MTH WARRANTY. 
J4 PB* QUAUTV AT ■ PIN PRICE 
FREE SPECIAL RESERVE MEMBERSHIP. 

mil PRINTER LEAD 

CANON BJ-10EX 
BUBBLE JET 229.99 

64 NOZZLE SO COLUMN. B3LO CPS SLOW DRAFT 

FONT 1J MONTH WARRANTY. 

A SMALL. PORTABLE PRINTER. VERY QUIET 

VET GIVING OUTS'ANDINQ PRINT QUALITY. 
FR£f SPECIAL RESERVE MEMBERSHIP. 

*rc£ ptmrm lead 




RIBBON FOR STAR I CM 

fllMON FOR STAR LCJO0 

RIBBON FOP 5 TAR IC34-J0 
fllBBON iCOLOUNl r-OR LCJOO 



SSS RTBBON 'On SWIFT I OR 1MD. 

B BS RIBBON FOR SWIFT 74 OR 22* 

S fell RIBBON (COLOUR) FOR SWIFTS 

lOH INK CARTRIDGE FDR BJIDEI 



OUST COVER FOR SO COLUMN PRINII" iClf AP PVC|. . 

PUNTER LEAD (PARALLEL) FOR AMIGA 5 T OP PC 

TILT AND SWIVEL ST ANO FOR MONITOR OR TV .__„_. 




IV liMR FOR PHILIPS 

MONITOR ONLY (TURNS THE 

MONITOR INTO A TV) 

MONITOR LEAD 

TO PHILIPS CMBBJJ 



'OS 




GVP HDB* 52 MEGABYTE 

AMIGA HARD DRIVE (SERIES 
WITH EXPANSION SLOTS TO 
UPGRADE AMIGA HAM TO B MEG 

339.99 

QVP HI MEG AMBQA RAM EIPANSKM 
(SIMMS FIT IN 0VP HARD ORIVf 

TO EXPAND AMIGA BV 
i MEG OR 4 MtG HAM 





TECNOPLUS 

STARTER 



34 M 



31.99 
1699 



40 SB 

3I.SS 




PHILIPS CM8833 MK 2 

COLOUR STEREO MONITOR FOR AMIGA 
OP ATARI ST ONE VEARS ON-SITE 

MAINIENANCf INCIUOEO 
OFFICIAL UK VERSION _ _ _ _ 

FREE Fit! STEALTH 207.99 

MEMBERSHIP 



MKJ 



AMI IWI1H SARD AMIGA 512- RAM 
FXPAN_ION GENUINE. ITEM WITH CLOCK 

FREE BART SIMPSON GAME .._.._„ 

MEGABYTE AMIGA NAM UPGRADE 
(TO I MEG) FOP ABO0 PLUS 

1 MEGABYTE AMBQA RAM UPGRADE 

fTO 1 MSG) >OR AODO — . 

• . ■ AMIGA RAM WITH CLOCK i~ — 

Sl» AMIOA RAM NO ClOCBl 

EXTERNAL ST DISK DRIVE FOR AMIGA 

WTH SON'jCTTTZEN DRIVE MECHARBJfet 

QUIET. .'• OUALTTY. SUM. 

REPLACEMENT AMIGA POWER SUPPLY . 
IECNOPLUS AMBQA STARTER PACK 

IAMOS. PRINCE OF PERSIA OUICKSHOT 
111 JOYSTICK. DUST COV*n. MOUSE PAD. 

RLE-A-DISK RECORO SYSTEM. DISK 

CLEANER. 5 BLANK DISKS! 3' SI 



CLEANING KIT f OR 

COMPUTERS 
(INCLUDES VACUUM! 

I DM 

NAKSHA AMIGA/ST 

MOUSE WITH 

OPERATION STEALTH 
MBS 



SOOlX MOUSE FOR 

AMIGA OR ST 
13B6 

SPECIAL RESERVE MOUSE MAT 

ASS 

i»DEC TRACKBALL 
MM 

SCREENBCAT 
STEREO SPEAKERS 

FORAMIGAOOPC REQUIRE 4AA BA TTl "IE S OR 
MAINS ADAPTOR DESIQNED SPECIRCALL- FOP 

COMPUTERS INCLUDING MOUNTINGS FOR 

ATTACHMENT TO MONITOR. IMS 




PHILIPS 3332 15" FST 

COLOUR TELf VISKJN'MONITOR FOR 

AMIGA WITH REMOTE CONTROL. 

AUTO PROGRAMMING ANO 

TWO YEAR WARRANTY «> 1 /I QO 

|»LSOFOR MEGADRIVE Zl*l.7 7 

OR SUPER NES) 

«IF£ SCARF LEAD 1ST A IE AMIGA) 
FRff M£ MBERSNIP 

5CART LEAO ■ AMIGA TO TV WITH SCART 

IHPUT (GIVES MONITOR QUALITY 

PICTURE) lM I, MM 

GOLDSTAR 14" 

TtLEVISION-SBONITOP WITH REMOTE 
CONTROL AND SCART INPUT FOR AMIOA 
(ALSO FOR MEGADRIVI OR SUPER NES) 
FREF SCART LEAD AM/GA TO GOLDSTAR 
mil MEMBERSHIP |59 99 

OUST COVER FOR MONITOR 
I CLEAR PVC) 1 



MAINS ADAPTOR FOR 
SCREENBEAT SPEAKERS _™ 

AMIGA SOUND ENHANCER (BOOSTS SOUND. 

TECHNO SOUNO TURBO SOUND SAMPLER FOP AMIGA INCLUDES 
LEAD FOR ATTACHMENT TO WALKMAN/OISCMAN __ 

TECNOPLUS MIDI CONNECTOR AND CABLES 
FOR AMIGA (INCLUOES MUSIC t JUNIOR SOFTWARE 

POWER SCAN HANO SCANNER FOR AMIGA 
TRUE GREY SCALE INCLUDES SOFTWARE 



PRlMiIR CONTROL 
CENTRE FOR 
AMIGA 600 

(STEf LSTANO WTTH 

EXTRA SHELF FOR 



. 39 99 





EXTERNAL DISK DRIVES ETC PLUS CABLING f 0« 
EASIER CONNECTION OF JOY SUCKS/MICE I 
1499 

PREMIER CONTROL CENTRE FOR AMIGA AS00 OR ASOO PLUS „_ 1I.6S 

HhFI LEAD • AMIOA TO STANDAR0 PHONO INPUT — SSS 

POPULOUi'FALCON LEAD INUll MODEM CABLE) _..7Jt 

RF SWITCH FOR AMIGA. ST OP CONSOLE (SWITCH BETWEEN 

TV AERIAL ANO COMPUTER WITHOUT DISCONNECTING) ...ABB 

SCART LEAO - AMIOA TO TV WTTH SCART *PUT 

I GIVE S MONITOR QUALITY PICTURE) — 

OUSI COVER FOR AMIOA (GUAR PVC) ~— *BB 



Game Gear 



WITH 

SONIC THE HEDGEHOG 
SEGA MAINS ADAPTOR 
FREE SUPER MONACO GRAND PRIX 
FREE SPECIAL RESERVE MEMBERSHIP 




129.99 




DELUIL DISK BOX 
IS" (B0* IOCS ABLE. 
C4VDERS 
10 99 

BAN* DISK BOX 
" (B0) STACK ABLE 
IBS 



9anxi SMI. 



1 1 



Nintendo Super 
NES 



149.99 



CASK BOX IS- (10 CAPACTTYI 
C4SK BOX IS* (40 CAPACITY) 

lock abu. Dividers _ — ass 

DHK BOX J 5" (60 CAPACITY) 
LOCKABLE. DrviOERB _ T.St 

DISK BOX IS' (100 CAPACITY) 

LOCKABLE. DIVTOERS 8 99 

i S" 04SK HEAD CLEANER JtB 



1 b~ OSOD JVC DISK WITH LABEL _ _ 

PACK OF SO JVC U* OSOD DBSKS WITH LABELS ..- ^ 



8, 




fULLY IhKlUSIVE OF 
MEMBERSHIP. VAT. 
DELIVERY A WARRANTY 



NEW AMIGA 600 

DELUXE PAINT 3, 
MYSTERY GAME DISK. 



BUILT-IN TV MODULATOR. 1 MEG RAM EXPANDABLE 
TO 2 MEG, 12 MONTHS IN-HOME SERVICE GUARANTEE 
FREE SPECIAL RESERVE MEMBERSHIP 

AMIGA 600 HD 



439.99 



INTERNAL 20 MEG HARD DRIVE 
BUILT-IN TV MODULATOR,. 
1 MEG RAM. 12 MONTHS IN-HOME SERVICE GUARANTEE 
FREE SPECIAL RESERVE MEMBERSHIP 

HARDWARE PRICES INCLUDE VAT AND DELIVERY TO UK MAINLAND 



Inter Mediates Lid. Registered Office: 2 South Block. 
The Waitings, SawbrMgirworlri, Herts CM2T 9PG 

INEVITABLY. SOME GAMES MAY NOT YET BE RELEASED. 
PLEASE PHONE SALES ON 0279 600204 FOR 
LATEST RELEASE DATES ANO STOCK AVAILABILITY. 



WE ONL- SUPPLY MEMBERS BUT .OU CAN 0"!>f R AS »0u JO*. 
J THERE IS A SURCHARGE 0* Mp *ER QAJRI ON TELEPHONED OROERB 
J (RlEASE PRWT IN BLOCK CAPITALS) THE ONE 27 

i Name 



lAOOiess 
I 



Postcode 



jTeieprxx« 



M.„ I I,,.' . 



[Enter mBmbBrsiwj nurrOer (II appltcaOe) or 
i MarnbfrBe Efi.W UK. Efl EEC ClflMWOrtfl 



- CONTROLLER AND SUPER MARIO WORLD 
FREE SECOND CONTROLLER ft STEREO LEAO 
FREE NINTENDO MARIO GAME A WATCH 
FREE SPECIAL RESERVE MEMBERSHIP 
FREE (S 00 REPLAY VOUCHER 

SUPER NES GAMES 

A DO ABBS FAMILY ______ 

> imo 

'INALFtOMT 

JOE A MAC - CAVf M*H NINJ* 

LEMMINGS 

r»P£BBOyi 

SUPER CASTLEVAMA 4 
SUPER R-TYPB ■ 

SUPER SOCCER-,.^ 
?UP(RTEIWIIS 

UN SQUADRON 




Nintendo Super 
NES with 
Scope 6 and 
Super Mario 
World 199.99 

WITH NINTENDO SCOPE 6 LIGHT 
GUN 

PLUS 6 QAMES FOR USE WTTH 
SCOPE 6 

PLUS 5UPER MARIO WORLD AND CONTROLLER 
FREE SECOND CONTROLLER ft STEREO LEAD 
FREE SPECIAL RESERVE MEMBERSHIP 
FREF tS 00 REPLAY VOUCHER 




Cheques payarjin lo: SPECIAL RESERVE 

P.O. BOX 847, HARLOW, CM21 9PH 

Overseas Orders: EEC solTwBre orders • no extra cnargs 

Work] torrwam orders please add £1 00 per Aom 
Noivsoftwara items please add ION EEC or 25'- Wortrj 
Overseas orders musr be paid by credtt card. 



SPECIAL RESERVE 
REPLAY VOUCHER 
WORTH E5 AND 
FREE MEMBERSHIP 

WORTH £6.99 
WITH ANY SUPER 
NES CAME 



0 
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LOADING YOUR DISKS 

JL^^^i^^L 1 ^ ""^^ '° dMide Whkh ° ne ° f the ™ REE disks * OU are * oin * lo load "P The "** » ™<h quality simply 
oozing from them that it m.ght be worth your while nipping out and buying another two Amiga, so that you can play all THREE of the fantastic disks 
simultaneously. (I think we've milked the three disk stuff enough now - Ed.) 

(2) Insert the selected disk into the drive slot on your Amiga. 

(3) Turn on your Amiga. 

!ni' t n y hoT ° Pt r l A *T in ° r K ? B thGn thC di5k Wi " fUn » V°"*ve chosen your Amazing Extra Disk, then there's yet more decid- 

«?wh» 0 ?TT aPPMr ,r ° m Whkh 5eleCtiDn * S made by pre " ing ,ne appropriate function key or clicking with the mouse pointer, 
issue of Th O Ve 9 y ° Uf ° U9h a " ^ diSkS y ° U '" r * aV,S * thM i,<S P, ° bab,y ° C,ober 21St ' and ,ime for the next ^inetastic 




ASSASSIN 



(1Mb Only) 



Team 1 7 are gearing up for their bus- 
iest period yet. with Superfrog, Body 
Blows. Overdrive and Alien Breed 2 
all scheduled for release within the 
next six months. First up. though, is 
Assassin, a Strider-inspired pure 
arcade blaster which, funnily 
enough, what you'll find demo'd 
here. It's been especially created by 
Team 17's ace programmers just for 
all The One's readers. 

This demo gives you two minutes 
to explore this specially prepared, 
nut-found- anywhere-etse level. There 
is no mission objective, end-of-level 
sequence, speech effects or scoring 
but it is impossible to die so there's 
plenty of time to have a good nose 
around, get a feel for the game and 
beat up some of the bad guys.The 
final version boasts five huge levels 



covering 1500 screens with numer- 
ous speech effects, massive end-of- 
level guardians, six mega-weapons 
and intelligent and progressively 
more difficult enemies. 

Upon loading you will be present- 
ed with a series of text screens and 
static screenshots which give Team 
17a chance to beat the drum about 
the full game. Be patient and admire 
the pretty screenshots. After this it is 
onto the demo proper and the assas- 
sination can begin. 

CONTROLLING THE ASSASSIN 

Move the joystick LEFT and RIGHT to 
enable you to run in the relevant 
direction (innovative, eh?). Pushing 
UP will cause the Assassin to jump 
and pulling DOWN makes him 
crouch. 



COVERDISKS 



Hang on, hang on. We can't start until you're all here. You 
see, the majority of readers passed out when they saw 
the strapping THREE disks prestigiously sellotaped to the 
front of the magazine. Does anybody carry smelling salts? 
The sooner you pass them around, the sooner we can 
begin because, believe me, it's going to take some time to 
guide you through the wonders of our THREE disks. (Did 
we mention the THREE disks...?) 




The Assassin is quite a versatile 
person and will Interact fully with 
any background scenery, swinging 
and climbing on anything he comes 
across. This method of control is 
quite instinctive and within seconds 
of play you'll be leaping around the 
forest without a care in the world. 
Whilst hanging by his arms or climb- 




ing, the Assassin is also able to per- 
form a somersault and leap onto an 
above ledge by pushing UP or one of 
the UP-diagonats. 

With the FIRE button pressed and 
the Joystick centred the Assassin will 
throw a boomerang in the direction 
faced. If the joystick is moved in any 
direction with FIRE fire button 
pressed, boomerangs will 
be dispatched in that direc- 
tion. He can throw whilst in 
any position although he 
cannot throw whilst mov- 
ing. 

If you have collected any 
pods that allow access to 
the special 'mega weapons' 
then a third, special control 
mode can be activated. This 



is achieved by pressing the FIRE but- 
ton and pulling down whilst on a 
solid surface. A power-bar at the top 
of the screen will light up and the 
'mega weapons' available (there are 
only two in this demo) will cycle 
through, allowing you to release the 
button when your selection is lit up 
{at the bottom of the screen). After 
selecting and activating one of the 
'mega-weapons' the Assassin char- 
acter will remain stationary until the 
catastrophic effects subside and it is 
safe to carry on. 

You can scan the surrounding 
area by crouching down on a solid 
platform and pulllnh DOWN on the 
joystick with the FIRE button 
pressed. Whilst in this mode you can 
press UP or DOWN to view the area 
immediately above or below your 



position so you can look before you 
leap. 

Dotted about the landscape there 
arc also various power-ups which 
directly affect the boomerang's 
movement and strength dotted, so 
keep an eye out for these. Most are 
dropped by the enemy when killed, 
and you can shoot the icons to 
change their exact specification, 
allowing you to pick and choose 
your power-up. 

DEMO'S END 

At the end of the demo there's a 
slide-show of forthcoming Team 17 
releases so sit back and enjoy. To 
play the exclusive level again you can 
either sit through these pictures 
or reboot. The choice, as they 
say, is yours. 



can 

< 
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(1Mb Only) 



© 



After the spot of mindless violence 
that is Disk A, we move on to the 
only slightly less violent world of the 
K.G.B. The game is a graphic adven- 
ture which takes place in Moscow 
and Leningrad in the days leading up 
to the notorious August coup. You 
play former G.R.U Captain Maksim 
Rukov, who has been transferred to 
Department P of the K.G.B. 2nd 
Directorate in Moscow. Dept P was 
set up during the heyday of Pere- 
stroika. its function to investigate 
possible cases of K.G.B. corruption. 

This absolutely EXCLUSIVE demo 
begins with a routine investigation 
of a murder; your involvement being 
required only because the victim is 
ox-K G.B. Your superior officer Major 
Vovlov sends you to investigate the 
scene of the crime and it is from here 
that you can search for clues and 
question suspects. This demo allows 
you to play part of the way through 
this initial investigation and serves 
as an excellent taster of the full 
game. 

PLAYING K.G.B. 
K.G.B. uses a standard point-and- 
click interface, with all actions being 
accessed by the mouse. 

MAIN GAME SCREEN 

TOOLS - Saving, loading, etc. 
MAP • Shows a layout of the current 
location, with places visited so far. 
WAIT - Instructs Maksim Rukov to 
wait 

I REPLAY - When selected the bo* 



wilt open to reveal a left and right 
arrow. The left arrow will allow you 
to recap recent play, whilst the right 
arrow will cycle forward. 
OBJECTS • When activated the game 
screen will become minaturized and 
the Object Screen will open up show- 
ing any objects currently being car- 
ried. From here objects can be 
manipulated via the Object Pointer 
Box (summoned by pressing the 
right mouse button). 

OBJECT POINTER BOX 

Whilst here it is possible to: 

USE - This allows you to use an 

object which needs no other in order 

to work (e.g. matches). Select this 

option and click on the desired 

object. 

DESTROY - Take this option and click 
on the object you wish to throw 
away. 

LOOK - Select this option, then on 
the object you wish to inspect. 
TAKE - Click on this option, then on 
the object you wish to manipulate. 
Having taken an object, you can 
then: 

- Drag it onto another object (to 
use one object on another). 

• Drag it onto the picture of the 
player (to use an object on yourself) 

• Click on the small centre-bottom 
screen window to switch back to the 
Main Game Screen. The Intelligent 
Action Pointer will now be in the 
form of the object. Just click on an 
item or area of the screen to use the 
item there. 




I AMAZING 
I EXTRA 
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CYBERNETIX 




Regular readers may remember Ihe 
rather fab game Microbes, present- 
ed with the May issue of The One. 
From the same team comes an even 
better blaster, which follows the 
same lines as the old Williams' clas- 
sic Defender, with a bit of Sinistar 
mixed in tor good measure. Cyber- 
netix is an arcade shoot- em up 
which is. we believe, one of the best 
Shareware games to grace any- 
body's coverdisk - ever! 

The object of the game is to clear 
each sector by destroying all alien 



FIREFORCE 

Violence on a platel In this fully 
playable demo from I.C.E we pre- 
sent an ENTIRE LEVEL packed with 
things to kill. I'm a touch worried by 
all this graphic killing we're supply- 
ing you so on next month's disks 
we'll be giving away a knitting 
machine simulator and a complete 
flower arranging construction kit. 
But all that's to come - you lot want 
to know about how to get started, 
don't you? 





HOW TO GET STARTED... 
First of all you'll need either to select 
the top name on the roster by click- 
ing on his stripes or enter your own 
name (or someone else's, if you pre- 
fer) for that personal touch. Once 
this has been done, it'll be off to the 
mission briefing where you'll be 
given instructions on the task in 
hand. If you need more information 
then a quick click on the 'I' icon will 
call up another screen with more 
detail. Clicking on the Roster box 
will take you back to the first screen 
and clicking on the Armoury box will 
have no effect whatsoever as this 
feature has not been included in this 
demo. 

Once you're in the game prop- 
er you'll notice that the game plays 
like a beefed-up Green Beret with 
the player running from left to right 
However, unlike the aforemen- 



tioned old arcade monster, Fireforce 
allows you to enter and explore 
buildings by pushing UP whilst stood 
outside the doors. 

The first weapons available are 
the Knife (selected by pressing F1) ( 
the Rocket Launcher (F3), the Rifle 
(F5) the Plastic Explosive (F7) or 
Grenades (F9). Once the plastic 
explosives have been dropped they 
can be detonated by pressing the 
number corresponding to the order 
they were dropped in (i.e. if two 
have been dropped, pressing '2' will 
detonate the last one placed). The 
energy bar will rapidly deplete once 
the enemy soldiers start shooting at 
you but pressing the HELP key will 
activate your Medical Kit and replen- 
ish some lost energy (use wisely as 
there is only one kit available). 

It is possible to shoot in most 
directions by holding down the FIRE 
button and moving the joystick so 
finishing off bad guys on high plat- 
forms is no problem. Unfortunately 
ammunition is not unlimited but It is 
possible to search bodies and nick 
any weapons they happen to be 
holding by pressing the SPACE bar 
whilst stood over the ex-living 
matey. A scrolly window will appear 
showing what you are holding, how 
much you can carry and what items 
are available to pilfer. Mover the joy- 
stick cursor over the wanted 
weaponry and push LEFT or RIGHT to 
either take or leave what you want. 



craft. A number of asteroids appear 
in every sector and will, when 
destroyed, release a blue crystal 
which increases the player's score by 
100 points. If you hang around for 
too long the aliens will attempt to 
collect the crystals themselves. If an 
alien collects two of these crystals it 
can be destroyed to reveal a power- 
up which can be picked up to 
increase your firepower. 

The computer will alert you of any 
attack waves and they will become 
clearly visible on the radar in the top 
centre of the screen. Should you not 
clear these waves within a certain 
amount of time an Assassin will 
appear who is basically a super-fast 
alien requiring several shots to kill. 

A number of special levels crop 
up now and again, pitting you 
against Alien Spacestations and 
Alien Motherships. But don't worry, 
the objective remains the same - 
waste them before they waste you. 



INSTRUCTIONS 

The controls for Cybernetix are 
unusual and may take a few years to 
get the hang of. Basically the ship 
will move in any direction that the 
joystick is pushed in and - get this ■ 
pressing the FIRE button will cause 
your ship to fire (?) Why on earth do 
these game designers insist on try- 
ing 'new things* all the time. This 
won't catch on, will it? 



SUB ATTACK 

(1Mb Only) 

Sub Attack is an arcade conversion. 
It is, honest. Does anybody recall the 
old Atari coin-op which unique and 
innovative features included a amaz- 
ing periscope stuck to the front? Fan- 
tastic! The gameplay features 
astounded the arcading world and, 
it is rumoured, the machine is a the 
grandfather of Streetfighter 2. 
(Hmmmm... - Ed.) 

WHAT'S IT ALL ABOUT? 

The object of the game is to destroy 
the various enemy craft that dash 
from side to side of the screen. Tor- 
pedoes are aimed using the mouse 
and fired by pressing the FIRE button 
although the distance the weapon 
needs to travel needs to be taken 
into consideration (if a ship is at the 
top of the screen the torpedo should 
be aimed quite a distance in front). 
Only one missile can be in the water 
at any time. 

If a vessel reaches the opposite 
side of the screen then the 'missed' 
indicator increases by one. Should 
this reach twenty before the 'hit' (it's 
a bit like jukebox jury, isn't It?) tally 
does then the game's over. 

Full in-game documentation is 
included, as well as details on where 
to send your Shareware fee to, 
should you think the game is worth 
paying for. 



WHAT TO DO IF 
IT JUST WONT 
DO... 

If your disk fails to load then first 
you should try disconnecting all 
your other peripherals (printers 
and 2nd drives) if you have any 
and if that doesn't work then 
we're really, really sorry - the disk's 
obviously faulty. What you'll have 
to do is pop the disk into an enve- 
lope and mail it (with an SAE to 
the value of 28p) to:- 

The One Coverdisk Returns, 

PC Wise, 

Unit 3, Merthyr Industrial Park, 
Mid Glamorgan CF48 4DR. 

-and a brand spanking new one 
will be yours within a few days. 
If you have any other technical 
problems, you can call the PC Wise 
Helpline on (0443) 693233 
between 10:30am and 12:30pm 
weekdays. 



THE SMALL PRINT 

1. Whilst we here at The One make 
every effort to check the coverdisks for 
all known viruses, we can accept no 
responsibility for damage caused by 
viruses which may have escaped our 
attention. 

2. The One and its retailers are not 
liable for any unnotified changes to 
the contents of the coverdisks 
which may occur. 
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AMIGA CDTV. 
£200 OFF IF 
YOU PAY WITH 





The plastic in question being your trusty Amiga 500, of course. Because If you take it along to your local stockist 
'^■^M *nd trade It ln t we ll exchange it for a new generation Amiga CDTV multi-media 
computer pack for only «99.99.' That's &200 less than the normal retail price. And 
■ remember, (hat includes an Amiga CDTV player with keyboard, mouse, floppy 

disc drive and a 1 2 month warranty - the whole shooting match. This J^]$J(jj\ 
fantastic offer to our Amiga customers close* at the end of September. 



So hurry, as they say. while stocks last. And don't forget the plastic. 
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After all the months of waiting, 
here it finally is - Kick Off 3 in 
all its glory! The much-vaunt- 
ed sequel to you-know-what, which 
has been shrouded in secrecy since 
it was announced, can at last be 
revealed - and it looks like a right 
stonker! 

Programmer Dino Dini is current- 
ly putting the finishing touches to 
the game, due out in 
October/November. Of course. It'll 
have to go some if publisher Anco 
is to wrestle the football sim crown 
back from Sensible Soccer, but on 
current evidence that doesn't look 
like such an impossible proposition. 

Dino claims that the game has 
been completely recoded from 
scratch (Kick Off 2 was just a 
tweaked version of the original with 
new features), with all-new graph- 



ics, presentation, control mode... It's 
a whole new ball game, as the 
enthusiastic presenters on Sky are so 
keen on saying at the moment. The 
most notable of the new features 
are the selectable graphic styles - 
you can now play on a vertically or 
horizontally-scrolling pitch, and 
choose the size of the player sprites 
and can either opt for little minia- 
ture guys as before or have big, 
beefy console-style characters with 
extra animation and detail. The 
screenshots here show how differ- 
ent the game looks to the previous 
two. 

In addition, the teams now come 
equipped with new tactics and intel- 
ligence, and players can speed up 
and slow down as they run - the 
slower they go, the more control 
they have over the ball at their feet. 



fNSIBLf 
DCCER 2 





The rest is more of the same - 
selectable kits, aftertouch... You 
should all know the drill by now. 

We're a little sceptical about a 
couple of the game's prospective 
features, not least the one that, if 
selected, has the computer toggling 
between the large and small graph- 
ic modes at 'opportune' moments. 
It's one of those features that will 
either work brilliantly or be a com- 
plete shambling parody. We can 
only hope that it'll be the former... 
But. of course, it's too early to judge, 
and we'll be saving our official com- 



ments for the review, coming soon. 

But that's not all. Fuelling the 
'Which is best?' controversy still fur- 
ther is the news (or, more accurate- 
ly, rumour) that Sensible Soccer 2 
may well be on the way. Sensible 
Software have admitted they've got 
lots of ideas for it. and the undeni- 
able success of the first game will 
make it a hot financial prospect, but 
as yet nothing has been confirmed. 
One thing's for sure, a year from 
now the state of play at the top of 
the Amiga premier league will be a 
VERY different story... 



(Above and left) The larger-size player sprites look a darn sight more 
impressive than those in the previous two games • how well they move 
and indeed play, however, remains to be seen. Oh yes. 



e 



E W S 




A new version of Sensible Soccer 
hits the streets next month, fea- 
turing all-new teams and a few 
gameplay tweaks. 

from October, all new copies of 
the footballing classic shipped out 
by Renegade will be the enhanced 
Version 1.1, and will carry a stick- 
er on the box to that effect. Basi- 
cally, the team lists have been 
updated for the 1992-93 season. 



with all player transfers and teams 
into Europe taken Into account. 
The only small minus point is that 
Leeds United have had to be 
Included, but we don't hold that 
against Renegade too much. 

That's only a minor cosmetic 
alteration, however, and the 
change that will get most users 
excited is the Inclusion of new, 
improved goalkeepers. Respond- 



ing to feedback from the public 
over the last few months. Sensible 
Software has radically revamped 
the goalies so they're now far 
more realistic - they can now do a 
diving catch, recover faster after 
a dive, and will punch the ball 
away for a corner rather than 



second goal attempt. In 
recent ECTS show test sesslo' 
The One's Sensisoccer exper 
agreed that It makes for 
much mort playable game 
even though we thought *u< 
a thing wouldn't be posslblt 

Owners of the existing vert 
of Sensisoccer can upgrade 
VI. 1 by tending their game dhv 
to Renegade, along with a 
ilon tee of £3.95 (plus 
packaging). In return 
receive the new 1.1 disk a 
their old disks back, so you'll h* 
both versions of the game. We* 
already filling out our postal 
order... 



PHWOOAARR! STREETFIGHTER 






Ohmlgodl Streetflghter 2. the biggest arcade game EVER is at last 
coming to the humble Amigal Creative Materials, the team behind 
the conversion of Capcom's previous beat-'em-up final fight, is han- 
dling the job and very nice it seems to be coming along too. for the ter- 
minally unhip among you. the basic idea of Streetflghter 2 is, as any of eight 
plucky young fighters, to travel the world and take on a succession of 
increasingly tough and bizarre martial arts geezers and, well, knock seven 
shades of the brown stuff out of 'em. 

The elaborate arcade cabinet gained recognition for featuring no less 
than SIX buttons accompanying each player's joystick, which allows them 
to produce a staggering array of kicks and punches, with an additional 
set of special 'magic' moves for each character. If nothing else, it'll be inter- 
esting to see how Creative Materials make all that lot work on a one-but- 
ton Amiga joystick... 

It doesn't sound like much on paper, but Streetflghter 2's rather impres- 
sive graphics and astounding variety of violent action has made it one of 
the most popular beat-'em-ups of all time and a game that's being await- 
ed with a level of anticipation that we at The One have never before seen. 
We currently get more calls from readers asking about it than every other 
forthcoming Amiga game put together! Don't ask us why or how. but the 
game is fast becoming THE video game sensation of the decade. 

In the last few years, coin-op conversions have become increasingly passe 
but if ever there was an exception to that rule, this is it. Over there in the 
grubby little world of consoles, it's the only game that the streetcred kldz 
are talking about - if you haven't got a copy, you're running the risk of 
serious social isolation and, in extreme cases, a good corrective kicking 
from your 'mates'. 

Whether or not the Amiga version will pack as much of a punch as the 
excellent Super NES conversion remains to be seen but the pictures shown 
here (they are genuine Amiga screens, honest) are certainly an Impressive 
early indicator. The game's due out at Christmas, and in the meantime you 
can feast your eyes on our exclusive Work in Progress next month... 



(Left) At the moment, the Amiga version of Streetflghter 2 features only 
two of the game's many characters - Chun-Li and Ryu. There's no parallax 
scrolling either, at least not at this stage. But the fighters have got all the 
moves and, to risk using that old cliche, the action looks fast and smooth 
throughout. Bet you cant wait... 
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Microprose has taken the wraps off two new flight simulators that, 
having done great guns on the PC. will shortly be touching down 
on Amiga. 

First up is Gunship 2000. the sequel to the bestselling helicopter simula- 
tion Gunship. The player gets to control up to five helicopters (selected from 
three very different types) on a variety of missions across Central Europe 
and. of course, the Middle East. A rather smart feature is a Mission Builder 
that allows players to create and then fly missions of their own customised 
design. Expect plenty of very serious destruction and plenty of hours learn- 
ing how to fly the damn thing. 

Following that in the Spring of next year is the latest of Microprose's jour- 
neys into the past, with the WWII bomber simulation B-17 Flying Fortress. 
Based around the same monolithic heavy bomber featured in Memphis Belle, 
it's a super-detailed epic in which the player controls each and every mem- 
ber of the aircraft's ten man crew, including pilots, navigators, gunners and 
bombers. Missions are flown as part of a bomber squadron from a base in 
England over targets in France and Germany. On PC it's a real corker. We'll 
have to wait and see how the Amiga version fares, although the graphics 
seen so far are pretty promising. More soon. 





(Top) Mi crop rose's Gunship 2000 whipped up a storm on the PC. and now 
looks set to do the tame when it's released on Amiga this December. A "revo- 
lutionary" topographical mapping system has been employed to produce 
realistic 30 terrain, with undulating fields, rivers, valleys and mountain 
ranges. 



(Above) One of the many impressive static screens from B-17 Flying Fortress, 
due out next Spring - no shots of the 3D yet, we're afraid. Pilots can person- 
alise their planes by giving them names and sticking saucy transfers on the 
tide. Just think, if the game is a success, they might even make a film out 
of It - except its already been done. Oh well. 



NEWS 



STRIPTEASERS 



...Nice to see that the Amiga 600 
has dropped in price to a far more 
sensible £299. According to official 
sources, sales of the machine across 
the UK have rocketed since a hun- 
dred quid was slashed from the 
price - proof positive that there's 
plenty of life in the old dog yet. 
Meanwhile, news reaches us that 
the fabled new Amiga '800' that 
has been the subject of much spec- 
ulation recently, may well be 
unveiled officially within the next 
month. We'll be there... 

...The Amiga version of Electronic 
Arts' biggest-selling Megadrive 
game to date, the violent motor- 
bike racer Road Rash, was shown 
for the first time at the recent ECTS 
show in London - and our spies 
inform us that it looks and plays 
exactly the same as the original. It's 
to be released next month at a 
price of £25.99... 

...Eric Chahi and Frederic Savoir, the 
French creators of Delphine's 
superb Another World, have just 
signed a deal with Virgin Games - 
the company will now be publish- 
ing the duo's latest game, another 
polygon-based arcade adventure 
called Heart of Darkness, sometime 
next year... 

...Titus software is the latest com- 
pany to join the budget bandwag- 
on - its new £9.99 re-release label is 
called Fox Hits, and will include 
such old 'favourites' as Crazy Cars I 
and II, Fire and Forget I and II, Wild 
Streets, Arachnophobia, Offshore 
Warrior, Dick Tracy. Prehistorik and 
a variety of others from the dark 
ages of 16-bit gaming. The first 
titles should be appearing by the 
end of this month... 

...21st Century Entertainment will 
soon be releasing the sequel to its 
surprise hit Pinball Dreams. It's to 
be called Pinball Fantasies, has 
"extra flippers" and is due out 
before the end of the year... 



I ,. .Oh, and we almost forgot. Psyg- 

I nosis will, we understand, very 

I soon be taking the wraps of its 

I long-awaited Lemmings 2. No 

1/1 I screenshots of the actual game 

I have been seen as yet. but there's 

I a rather nice intro demo going 

I around the PD circuit, which is basi- 

UJ I cally a parody of the scene in Ter- 

I minator where Arnie rips up a red- 

I necK oar on n ' s Q uest '° r clothes. 
It's all done with Lemmings, you 

see... 



CRYO GENIUS! NOW IT'S DUNE - THE SEQUEL! 

■■HHBk 



On a recent trip to Britain Philippe 
Ulrich, the boss of the French com- 
pany Cryo which developed the 
Dune and forthcoming KGB games, 
revealed his plans for future games. 

First up is Eden. If s a bizarre strat- 
egy game that bases its plot around 
the premise that the dinosaurs were 
not wiped out by a mysterious catas- 
trophe many millions of years ago 
but carried on their evolution to the 
point where they actually became 
intelligent and started developing 
their own culture. This saurian soci- 
ety is divided into two opposing 
sides, the docile peace-loving herbi- 
vores and the aggressive carnivores. 
Not only that, but the good ol' homo 
sapiens are around as well, so all the 
ingredients are there for a right 
ding-dong of a battle. Don't hold 
your breath for it, though - it won't 
be ready until well into next year. 

Also in the pipeline are CDTV ver- 
sions of both Dune and KGB. Cryo 
have hired actors to perform the text 
from the games' speech bubbles and 
refined the animation on the char- 
acter faces, so that now they talk to 
you and actually look like they're 
doing it tool The Dune game will 
also feature short animation 
sequences digitised from the David 
Lynch film. Again, don't expect to 
see much on these before the new 
year. 



This has got to be the new world 
record for the fastest ever follow-up. 
With Virgin's excellent strategy 
adventure only just released and 
doing nicely thank you, the compa- 
ny has announced that a sequel is 
already well in development. Unlike 
the first game, though. Dune 2's not 
being produced by French outfit 
Cryo (also responsible for this 
month's KGB) but by those nice lads 



at Westwood Studios, the team 
behind the Eye of the Beholder 
games and also, curiously enough, 
the subject of this month's One on 
One. 

Unlike the more ad venture- based 
original. Dune 2 is expected to be 
more of a managerial experience, 
comparable to (if anything) the likes 
of Sim City as the two warring hous- 
es of Atreides and Harkonnen 
attempt to mine as much spice as 
possible and blow each other up at 
the same time. Beyond that, details 
are a little thin on the ground at this 
early stage, but don't expect to see 
anything this side of Christmas. Until 
then, here's a screenshot to tide you 
over. 



WHAT'S BIG, 
RED AND 
THROBBING..? 



Why, a Ferrari, of course. And as luck 
would have it, that's exactly the 
make of racing car that System 3 has 
signed up for its entry into the 






Or rather it's on. After all the hype sur- 
rounding the release of Gremlin's so- 
called 'Sonic- beater' Zool, Core Design is 
jumping on the 'After a few months we 
can sign up the console version and 
make a mint' bandwagon with a game 
of its own that bears more than a pass- 
ing resemblance to certain speedy 
hedgehogs and Italian plumbers. 
The hero of this latest venture Is called Doodlebug, a cutesy little char- 
acter (who'll no doubt go down a bomb on Sega and Nintendo, but we're 
sure that's just a coincidence) who must rescue a fairy princess (really?) 
who's been kidnapped by an evil demon (my word!) from her home in 
the magical land of Cartoonia (well I neverl) 

The twist here is that, as Doodlebug bounces cutely over the various 
platforms and baddies, he can throw magic pencils which then draw help- 
ful objects tike balloons and parachutes - hence his name. It's also pos- 
sible to interact with characters, allowing the player to buy buggies, heli- 
copters, spaceships and dragons to transport him about. And of course 
it's all done in the cutest possible way. 

Featuring five worlds and twenty 
levels of colourful loveliness. Doodle- 
bug was a bit of handy find for Core - 
it just turned up finished on their 
doormats so they bought it. Unfortu- 
nately you won't get your chance to 
do the same (buy it, that is) until next 
month, by which time we should have 
a full review. 
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already crowded racing genre. Fer- 
rari Grand Prix Challenge is an 
arcade-based driving game in the 
style of old classics like Pitstop 2. Six- 
teen Grand Prix circuits and twenty- 
five computer-controlled opponents 
help to make up the action which, 
we're promised, is going to be of a 
very, shall we say... graphic nature. 
Real-life crashes and explosions have 
been digitised to make the on- 
screen pile-ups as authentic as pos- 
sible. But we're not talking about a 
simulation here - this is good, old- 
fashioned, viewed-from-behind-t he- 
car, go-as-fast-as-you-can arcade 
action. 

System 3's yet to establish itself 
with a decent track record for Amiga 
driving games - it's hoping that this 
will be the one to put it on the map. 
The question is how it will shape up 
against Gremlin's Nigel Mansell 
licence, due out around the same 
time and looking very sexy indeed. 
Unfortunately, System 3 were reluc- 
tant to release any pictures of the 
game in action at time of going to 
press, so here's a press shot instead. 



FROM THE MAKER OF 
JIMMY WHITE'S 
WHIRLWIND 
SNOOKER... 



Mmrbefor 



>re In the history of The One has a single competition pro- 
voked such a massive response. We thought that the Kick Off 2 Golden 
Goats were the very limit, but the thousands of you have bombarded 
us with your Sensible Soccer Netbusters have proved us so wrong that 
we deserve a jolly good caning. 

Unfortunately, due to an unexpected technical hitch (namely that each 
uved-out set of highlights takes up nearly 150k). we won't be able to 
bring you each month's winning goals on the coverdisk. Well, we could, 
but you wouldn't get a lot else and you wouldn't want that, do you? No, 
of course you wouldn't. 

nevertheless, the competition is going ahead, and the first of the six 
jrs is Bernie Holmes from Birkenhead, whose classy goals as AC 
and Liverpool in the European arena have earned him a coveted 
Qualifying place for the competition that will eventually send one lucky 
winner on an all-expenses-paid trip to see any live football match any- 
where in Europe next season! 

Like we said when the competition kicked off, it's consistency of excel- 
l«nce that we're looking for - and Bernie's fine goals, which always 
seemed to find that far corner of the goal that the keeper just can't get 
to in time - did the business nicely. What we'd really like to see, though, 
are some good diving header goals. How about it, eh? 

H you'd like to join Bernie in the run-up to the computer football tour- 
nament of the year, save out your best goals as match highlights (as 
many as you like, but remember, they have to be consistently good, not 
just flukes - the winners will have to represent The One against other 
magazines from Europe in a play-off. and we don't want to be shown 
up) and send them to us at: NETBUSTERS, The One, Priory Court, 30-32 
Farringdon Lane. London EC1R 3AU. Remember to write your name and 
address on the disk or we'll chop it up and send back the bits. Hurry up, 
it's one down, five to go... 

FREAK OF NATURE! 



We have to admit, the response to 
our Team 17 Waggle-O-Mania com- 
petition, which we launched inno- 
cently on the Letters page a couple 
of months back, has been nothing 
short of AMAZINGI We've had literal- 
h» hundreds of entries, but unfortu- 
nately most of them failed to achieve 
a score higher than last month's best 
effort of 330047. And we were par- 
ticularly saddened to see that some 
people were so desperate to win the 
£150 worth of software that they 
actually went to the trouble of mock- 
ing up a picture of the Waggle-O- 
Mania screen on DPaint, complete 
with monstrously high score! Come 
on guys, do you really think we can't 
«efl? 

Of the honest rest, only a few man- 
aged to top last month's best of 
390047 - and of those the highest 
one. and as such the overall winner, 
is Stephen Peck of Harwich in Essex, 
whose phenomenal score of 338268 
must surely make him some kind of 
extraterrestrial being! Congratula- 
tions to him, and a very large box of 
Am-ga games will be in the post very 
soon. The competition is now 
CLOSED, do you hear? If we have to 
take just one more call from Thorf inn 
Horjickerrikkson from Finland or 
some such person asking what the 
current high score is, we'll close the 
magazine and go home. You have 
oe*n warned. 



STRIPTEASERS 

...The subject of our ongoing Diary 
of a Game, the excellent-looking 
Uridium 2, has been snapped up by 
Renegade, who hope to have it in 
the shops by early 1993. Stay tuned 
to The One for the exclusive blow- 
by-blow account of how it's pro- 
gressing... 

...And staying with Renegade, the 
company has contracted two top 
talents from the now-defunct 
Strangeways Software to write a 
game for them. Programmer Jason 
Perkins and artist Robin Levy 
worked together on the helicopter 
shoot-'em-up Apocalypse (now in 
the hands of another team) before 
the company's collapse, and will 
now be producing an arcade game 
called Ruff & Tumble, due out mid 
to late 1993.. . 

And STILL with Renegade, we just 
heard that Sensible Soccer will soon 
be coming out on compact disc for 
CDTV and A570 owners at the 
irrestistible price of £1 9.99. And, er. 
that's about it... 

...Flicking through some back issues 
of The One. we noticed rather an 
interesting quote from Kick Off 
designer and playtester Steve 
Screech. "It's going to be at least 
three years before another decent 
footie game comes out," he said a 
year ago this month. Bet he feels a 
bit of a wally now... 
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RECOMMENDED... 



Admittedly it's been a bit off a thin time for quality software recently - we've only managed to find four 
games from the last couple off months that we really reckon are worth your hard-earned cash. So here they 
are. (By the way, if you're wondering why we've not recommended Monkey Island 2 this month, it's sim- 
ply because everybody has already bought it). 



ii 



BEAST 3: OUT OF THE 
SHADOWS (Psygnosis) 

Streets ahead of the previous two 
games. Beast 3 is a real gem, a top- 
notch combination of arcade action, 
adventuring and puzzle-solving. 
With the company's traditionally 
exquisite graphics shining through 
here, the game is, for once, as sub- 
stantial as (t is stylish. It's a bit more 
demanding than the likes of 
Harlequin and RoboCod. but never- 
theless a game that fans of 'that sort 
of thing' will flip their lids over. 

90% 



II II 
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PREMIERE (Core Design) 

Not the greatest game in the world, 
but a very enjoyable (and original) 
one that has the player, as a rookie 
film editor, traversing the platform- 
based innards of a corrupt Holly- 
wood studio to recover stolen movie 
reels. Western, sci-fi, cartoon and 
fantasy are some of the well-worn 
cinema genres paid tribute to by 
graphic artist Jerr 'Heimdall' O'Car- 
roll. It won't set the world on fire, 
but there's more than enough action 
here to satisfy the vast majority of 
platform fans. 

81% 




CRAZY CARS III (Titus) 

Now This Is What We Call A Driving 
Game. Forget the first two sham- 
bolic efforts - the third game in the 
Crazy Cars series is better than Lotus 
AND Jaguar! Race across the USA, 
competing for cash and avoiding the 
attentions of the attentive (and very 
brutal) highway patrol! Make side 
bets on the outcome and get rich! 
Clock up mega speeds with the turbo 
boost! Customise your car with all 
sorts of excellent items! Forget the 
rest - this is the driving game that's 
got the lot, and it's got it in spades. 

90% 



LURE OF THE 
TEMPTRESS (Virgin) 

At last Made In Britain Is starting to 
mean something again. It may not 
have the same comedk edge that 
make the Monkey Island games so 
special, but as a straight graphical 
adventure this should keep you sat- 
isfied like no other. Intelligent char- 
acter-based puzzles, a sprawling 
play area and attractive graphics 
combine to put Lure on a par with 
most of what Delphine and Lucas- 
film have to offer. 

90% 
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^^p^J Month Ending 27th August 1992 


FULL-PRICE TOP 40 




BUDGET TOP 20 


THIS TIME LAST YEAR 


1 SENSIBLE SOCCER (Renegade) 


21 JIMMY WHITE'S WHIRLWIND 


1 FALCON (Action Sixteen) 


1 MANCHESTER UNITED EUROPE 


2 PREMIERE (Core Design) 


SNOOKER (Virgin) 


2 RAINBOW ISLANDS 


(Krisalis) 


3 FIRE & ICE (Renegade) 


22 HOOK (Ocean) 


(The Hit Squad) 


2 THE SECRET OF MONKEY ISLAND 


4 MONKEY ISLAND 2 (US Gold) 


23 LOTUS 2 (Gremlin) 


3 PANG (The Hit Squad) 


(US Gold) 


5 FORMULA ONE GRAND PRIX 


24 DIZZY COLLECTION 


4 SEUCK (GBH) 


3 THUNDER HAWK (Core Design) 


(Mkroprose) 


(Codemasters) 


5 LOTUS ESPRIT TURBO 


4 RAINBOW COLLECTION (Ocean) 


6 CRAZY CARS III (Titus) 


25 PINBALL DREAMS 


CHALLENGE (GBH) 


5 PGA TOUR GOLF (Electronic Arts) 


7 OH NO) MORE LEMMINGS! 


(21st Century Entertainment) 


6 F- 16 COMBAT PILOT 


6 F-15 STRIKE EAGLE II (Microprose) 


(Psygnosis) 


26 ALIEN BREED .(Team 17) 


{Action Sixteen) 


7 EYE OF THE BEHOLDER (US Gold) 


B ESPANA - THE GAMES 92 


27 ROBOCOD (Millennium) 


7 PANZA KICK BOXING (Kixx) 


8 ARMOUR GEDDON (Psygnosis) 


(Ocean) 


28 RISKY WOODS (Electronic Arts) 


B JAMES POND (GBH) 


9 LEMMINGS (Psygnosis) 


9 DIZZY'S EXCELLENT 


29 DYNABLASTER (Ubisoft) 


9 BATMAN THE MOVIE 


10 LIFE AND DEATH (Mindscape) 


ADVENTURES (Codemasters) 


30 POPULOUS II (Electronic Arts) 


(The Hit Squad) 




10 CIVILIZATION (Microprose) 


31 SPACE CRUSADE (Gremlin) 


10CJ. IN THE USA (Codemasters) 




11 PGA TOUR GOLF + 


32ROBOCOP3 (Ocean) 


11 SEYMOUR GOES TO HOLLYWOOD 




(Electronic Arts) 


33 INTERNATIONAL 


(Codemasters) 




12 STRIKER (Rage) 


SPORTS CHALLENGE (Empire) 


12 BUBBLE BOBBLE (The Hit Squad) 




13 LURE OF THE TEMPTRESS 


34 MEGAFORTRESS (Mindscape) 


13 SUPER CARS 2 (GBH) 




(Virgin) 


35 F- 15 STRIKE EAGLE II 


14TURRICAN II (Kixx) 




14 THE MANAGER (US Gold) 


(Microprose) 


15 FIRST DIVISION MANAGER (Code- 




15 GRAHAM TAYLOR'S SOCCER 


36 EYE OF THE BEHOLDER II 


masters) 




CHALLENGE (Krisalis) 


(US Gold) 


16 NORTH & SOUTH 




16 PROJECT-X (Team 17) 


37 DUNE (Virgin) 


(Action Sixteen) 




17 THE ADDAMS FAMILY (Ocean) 


38 EUROPEAN FOOTBALL CHAMP 


17 STEG THE SLUG (Codemasters) 




18 JAGUAR XJ220 (Core Design) 


(Domark) 


18 TREASURE ISLAND DIZZY 




19 EPIC (Ocean) 


39 FLOOR 13 (virgin) 


(Codemasters) 




^20 JOHN MADDEN AMERICAN FOOT- 


40 DARK QUEEN OF KRYNN 


19 FULL CONTACT (Team 17) 


The One's monthly Amiga charts are 


BALL (Electronic Arts) 


(US Gold) 


20 PRO TENNIS TOUR (The Hit Squad) 


compiled by Mic mbyte 
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entire planet from its 
birth until its death - 
10 billion years later 
Guide I'rfefrom its 
inception as single- 
celled microbes to 
a civilization that can 
reach for the stare. 
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'influence evolution 
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■Guide tout intelligent specie* 
through the trials ot war. pollution, 
(amine, disease, global warming 
and the greenhouse effect 
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I WAS WONDERFUL, 2 WAS TERRIFIC, 3 IS THE ULTIMATE CHALLENGE! 



FOOTBALL 








iiuatest series of 
Football Management 
Strategy Games 
reaches nev^nelgNrWP 
you get the chance to 
control all aspects of 
your team's fortunes. 
Success or failure depends 
on your skill, judgement 
ana managerial abilities 
- in the transfer market, 
on the training ground, 
in the office and on 
the pitch. 




Many great new 
features including... 

• Contract 
negotiations 

• Career histories 

• Training schedules 

• Club finances 
come together to 
make FOOTBALL 
MANAGER 3, 

THE FINAL word in 
Soccer Management 
Simulations. 
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THE FOOTBALL MANAGER 
SERIES - OVER 1,000,000 
SOLD WORLDWIDE. 
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Prism Leisure Corporation pic. Unit 1, 
Boird Rood, Enfield, Middlesex EN1 1SJ 
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Spw'rum, CBM 64, Amstrad Can £10.99 
Spectrum, CBM 64, Amitrod Disk £15.99 
Amiga £25.99 Atari ST £J5,99 IBM PC £29.99 



' 1992 Prism Leisure Corporation pic. 
All rights reserved. 




It's that time again. We meet once more at The One's Letters pages, 
and what a bumper crop we have for you this month. Of course, 
there's always room for more so if you've got something on your 
chest - get it off! We're always here, ready and waiting. Oh, and by 
the way, we give away £50 worth of software for any exceptional 
letters we receive, so there's no excuse - dig out your trusty ball- 
point and scribe to: Letters, The One, Priory Court, 30-32 Farringdon 
Lane, London, EC1 3AU. You can FAX us too, so all you yuppies dial 
071 972 6710. 



YOU'RE SO RUDE 

Dear The One. 

This is the first time I have found It 
necessary to complain about your 
otherwise superbly megafantabula- 
tious (Eh? - Ed.) magazine. I am 
referring to your monthly helpline, 
Games Surgery'. In the August edi- 
tion of your great magazine, the so 
called 'Games Doctor' was extreme- 
ly rude and hypocritical. 

After such a reasonable and polite 
letter was sent in from Mr Robert 
Clay of Quarn asking you for help on 
The Secret of Monkey Island. Doctor 
Upchurch proceeded to tell Mr Clay 
an absolute load of tripe! And then 
had the audacity to tell him not to 
waste his time. 

I personally think you should have 
given Mr Clay a formal apology in 
your next issue. However, I still think 
you are by far the best games mag- 
azine and recommend you to all my 
friends. 

Edward Wilson, 
St Leonards-on-Sea, 
East Sussex. 

Unfortunately Dr. David Upchurch 
was last seen heading for an Alco- 
hol Rehabilitation Clinic, so he is 
unavailable for comment at this 
time. We can only imagine that his 
view was clouded by the loss of 
brain cells that gallons of whisky 
causes and we apologise on his 
behalf. It won't happen again. We're 
so sorry, etc, etc. We'll be printing 
the corrected solution to Mr Clay's 
query in next month's Games 
Surgery, okay? 



HELP! 

Dear The One, 

I have purchased the new Amiga 
hard disk A600. I am writing to ask 
why I can't load the F1 Grand Prix 
Game on my new computer. I keep 
getting a message saying 'Not 
enough RAM'. Will I need to buy a 
chip board for extra memory? I 
enclose a SAE for your reply. 

P. Beardall, 
Aylesbury. 

We rang Mtcroprose to see whether 
the the F1GPIA60Q compatibility 
problem is a known one and as far 
as they are aware, you shouldn't 
have any problem at all. You could 
try the copy of the game on a 
friend's computer and if it works 
there then the A600 is at fault, oth- 
erwise you should return the game 
to Microprose. By the way, howev- 
er, please note that we cannot 
respond to any queries personally, 
so any SAEs that we do are stripped 
of their stamps which end up in the 
'Guide Dogs for the Blind' appeal. 



TOO DAMN TOUGH 

Dear The One, 

Nine-thirty on a Wednesday morn- 
ing. I leapt out of bed and shouted, 
"Today I'm going to complete Pro- 
ject-X". A bold statement you may 
say and - yes - it was. I died halfway 
through Level 3 which was followed 
by an assault upon my joystick. 



I consider myself to be a very 
good gamesplayer, but I am never 
going to complete this game. I 
might as well have only spent £13 
on it instead of £25 - I'm never even 
going to use Disk Four! It's terrible, 
isn't it? 

Richard Hayes. 

Hallaton, 
Leicestershire. 

Which leads us nicely onto this... 

MILD 

DISAPPOINTMENT 

Dear The One, 

I recently bought Ocean's EPIC one 
morning and having completed it by 
the same afternoon, I was mildly dis- 
appointed! It then took me a further 
few goes to complete the two extra 
missions that were on one of your 
coverdisks. 

The game costs £27 in the shops 
and about £18 by mail order. I find 
this a very high price to pay for one 
day's worth of entertainment. I hope 
that Ocean and DID are getting 
together to make some more 'Mis- 
sion Disks'. 

I feel that many modern games 
are far too easy. Take Another World 
and Mega-lo-mania, for example. 
They are both great games (espe- 
cially Another World) but they're too 
easy and Another World is too short. 
Whatever happened to the good old 
days when games provided a chal- 
lenge, games like Dungeon Master 
and Populous. Both of these games 
are difficult, but not so much so that 



the player doesn't come back for 
more. 

I think it's about time someone 
made a decent game that doesn't 
take just a few days to complete. 

Alex Warren, Swindon. 

This is an interesting point of debate 
so we've decided to throw this open 
to you lot. What do you think? Are 
games too easy? Do difficulty levels 
like those in, say, Zool or Monkey 
Island 2 influence your decision to 
purchase a game? What do you pre- 
fer, a game to be as hard as Project- 
X or as easy as Another World? 
Write in to the usual address and let 
us know. There'll be software prizes 
for the best we receive. 



IS IT A FIX? 

Dear The One. 

Since I started to read your maga- 
zine I have taken part in many of 
your competitions. Every time 
you've printed the results. I've been 
disappointed because I've never 
won. A friend of mine says that for- 
eign readers never win, simply 
because it would be too expensive 
to send a mountain bike half way 
around the globe. 

Since he told me I've been check- 
ing, and here are the results... (Time 
for a bit of editorial discretion here. 
There followed a long list of compe- 
titions and results from Issue 35 up 
to the August issue, all with British 
winners - Ed.) 

I'm afraid it seems that my friend 
is right and that you actually do 
throw out every foreign letter trying 
to take part in your competitions. 
I've checked other mags, and you're 
not the only ones who abandon 
their overseas readers. If you don't 
want foreigners to take part, write 
it instead of just 'playing' at being 
fair. 

David Ar nholm. 
Denmark. 

We can honestly assure you 
that there is absolutely no 



LETTERS 



bias towards the English in any of 
our competitions. 

Everyone who enters has exactly 
the same chance of winning - it's 
just that, being a UK-based maga- 
zine, the number of entries from 
this country far outweighs those 
from abroad, so it's far more likely 
that any winners will be British. So 
keep trying ■ one day you could be 
lucky. 



COVER VERSIONS 



Dear The One, 

This is my first letter to any maga- 
zine, so you'd better help kindle my 
failing belief in the ability to speak 
out and be heard. If you don't print 
this letter I'll fall into a depressive 



coma, and my dreams will be pop- 
ulated by Harry Bishops and beige 
zip-up cardigans. 

Let's cut through the cowpats 
and get to the point. The cover to 
your magazine (and let's face it, it is 
the most comprehensive guide to 
Amiga games) is far too drab to jus- 
tify being the sheath to your glis- 
tening lump of a magazine. 

Ideally I would prefer the mag to 
be bound instead of stapled (Your 
wish is our command - Ed), but it's 
probably too expensive. The idea of 
The One' logo being a different two 
colours every month is quite origi- 
nal, but that's where the good stuff 
stops. 

Oon't let me get too pompous 
but the covers are too scattered and 
unimaginative. Slap a screenshot 
here and there, some digitised 
image in the corner and fill the rest 



up with bold lettering. Your graph- 
ic artists may complain that it's dif- 
ficult because the coverdisks take up 
all the space, but that's no excuse. 

If you ask me (which you didn't 
but I'll rage on anyway like a dead 
sheep rolling down a hill) what you 
need is a central piece of artwork, 
possibly graphical, cartoony type of 
thing. 

When I had a C64 (and you could 
leave your door open...) I used to 
read CU Amiga which had some of 
the best covers I'd ever seen. This 
was mainly because they employed 
the dope talents of safe (Is this how 
'The Kids' talk nowadays? - The Ed) 
Jamie Hewlett. He drew Tank Girl, 
the best comic character out. He 
would sketch scenes loosely based 
on the main game review of the 
magazine. 

We, the readers, want something 



we can be proud to be carrying in 
the street! 

Nick Flugge, 
East Finchley. 

Hey, hey, hey - we must agree to 
disagree here. As we've said before, 
the 'cartoony covers' seem just a 
touch out of date with today's 
thinking. After all. they don't accu- 
rately represent an actual game as 
well as a real live screenshot, do 
they? What about the perfect bind- 
ing, though? Does everybody agree 
that it's a step In the right direction? 
Usual address please. 



SOMEWHERE TO 
STICK THEM 

Dear The One, 

Who needs disk boxes when on the 
back of the A500 plus there are a 
series of grooves (74 to be exact) in 
which it Is possible to store your 
disks? Isn't that brill? 



Lee Parry, 
Liverpool. 



Erm, yes. Why don't we get more 
letters like this? 



HIRE AND HIRE 



Dear The One, 

I have noticed recently that many 
computer shops and video outlets 
are stocking console games to rent 
rather than buy. 

It strikes me that it would be a 
good idea for these computer shops 
and video outlets to start doing the 
same thing and rent out Amiga 
games so that the public could try 
out the games before they buy. 

Surely this would also increase 
the sales of games because people 
would then realise what games are 
good and therefore purchase them, 
also something which would 
increase the overall quality of soft- 
ware as games would have to be 
good to sell. 

Adrian Downing, 
Southampton. 

It's a nice Idea but would it ever 
work? Probably not, I'm afraid, 
knowing what some people are like. 
The only reason that these video 
outlets are 'allowed' to rent out 
console games is because they are 
impossible to copy. Piracy is a seri- 
ous enough problem on the Amiga 
as it is - just imagine the rampant 
copying that a move like this could 
result in. 



OUR SURVEY SAID 

Thanks to everybody for the massive response we had to our 'Questions 2' readers sur- 
vey. We won't be printing a formal breakdown of the results but, just for you, we present 
a selection of comments from the last question. Don't blame us - you wrote this lot. By 
the way, if you agree or disagree with any of the statements below then for heaven's sake 
write in and tell us - we're here for you. 

"The One is a classic example of a magazine that has failed to be crap like Amiga F*****t- 
It's attention to not being crap has made it good. Well, not good, bloody excellent." - 
Philip Dhese (13). 

"Give the games in PD Zone a mark." - Robert Brooks (17). 

"Don't go like CU Amiga, too technical at the expense of games, etc." - Neil Yates (19). 

"I feel that some types of games get more pages than others just because you like them. 
Let's see a wider range of reviews and previews." - Paul Green (26). 

"I believe you should cut down the coverdisks from two to one as you could then put all 
the best stuff onto one disk without cluttering up the cover or our disk boxes." - David 
Lewis-Crosby (15). 

"Get rid of staff photos." • Lesley Enciso (34). 

"More reviews, more Kill Zone, better coverdisks more competitions, less space waste and 
more pages." (!) ■ Gary Gillesems (12). 



"More games adverts." - Shaun McAlindon (25). 



"Have less PD." - Robert Hughes (22). 



"Have four pages for every review." - Saf Efstathioo (16) 

"Include some kind of award system, e.g. games over 85% are rewarded." • lain McNally 
(13). 

"In some cases you tend to patronise the reader. Don't do it, we're not all 12 year old 
spotty plonkers!" - Neal Mcintosh (27). 



"Increase the letters pages." - Aftar Ahmed (17). 




"Reduce the magazine to £1.50 and lose the coverdisks." - Gareth Edwards (13). 



JUST A COUPLE OF POINTS... 

Gary Robinson would like to know how to obtain the 
September 1990 issue. The best thing to do, Gary, is to 
write to our back issues department at P.O. Box 500, 
Leicester LE99 OAA. 

Richard Cooper is looking for a way to create games on 
his Amiga. Perhaps the best place to start is with a copy 
of AMOS BASIC which costs £45. 

Damien Morris would like to congratulate us on our new 
look magazine, and he thinks that the Kill Zone is the best 
cheat section he has ever seen. Thanks. 

Ross Stephens wanted our opinions on his favourite 
games. Well, you're not doing too badly, Ross - Keep stick- 
ing with us and you won't go wrong. 

Martin Phee is currently establishing a Sensible Soccer 
Club in the Glasgow area. Anyone interested in joining 
should write to Martin at 28 Stamperland Hill, Clarkston, 
Glasgow G76 8AF, enclosing an A4 stamped addressed 
envelope. 



WHO CAN BLAME 
THE PIRATES? 

Dear The One. 

^racy is supposed to be ripping off 
the programmers and software com- 
panies, but Isn't it the software com- 
panies that are ripping us off first? 
They make us pay between £25 and 
£40 for games. Why should kids 
nave to save that much money for 
games like Monkey Island 2 or Heim- 
'dall, which couldn't have really cost 
more than six or seven quid to make 
>n the first place, when they could 
probably copy it from their school 
friends for the price of a few disks. 
Software companies should realise 
that if brought the price of games 
down to about £15 then they would 
sell more because more people 
could afford them and so reduce the 
amount of piracy. 

John Prescott, 
East Yorkshire. 

Right. Unfortunately you seem to 
have overlooked that fact that pro- 
ducing games isn't just a case of 
duplicating the disks and sticking 
them in a box - somebody actually 
has to write it as well. Take Monkey 
island 2 for example - if had some- 
thing like forty people working on 
it at one time. With professional 
artists, designers, story writers and 
musicians all requiring major 
money, can you imagine what the 
development costs were like - and 
that's even before you start on the 
marketing and advertising. You also 
seem to be under the impression 
that kids would pay £15 for a game 
but not £40 - even though they 
could still pirate the game for the 
price of a disk. £25.99 (the average 
price of a game) doesn't actually 
seem too bad when you consider 
that most console games cost at 
least £40 with little or no chance of 
piracy. If the piracy doesn't stop 
then the developers are just going 
to leave the Amiga for these game 
systems (some say it's started 
already) which will eventually result 
•n the death of the Amiga. You don't 
steal a pair of jeans just because 
they cost too much, do you? Stop 
defending piracy and think about 
what it's doing to the industry, oth- 
erwise very shortly there will be no 
new games released at all. 



NO MORE OF THE 
SAME 

Dear The One, 

i have been a reader of your maga- 
nne for just over a year but only 
now have I felt it necessar y to write 
in. I think the new look is great but 



I cannot understand why you are 
devoting so much space to Elite 2. 
Surely four pages a month for three 
months is a trifle excessive7 I could- 
n't stand the original game on my 
'64, what with its boring graphics 
and rubbishy gameplay and all the 
original seems to be doing is re- 
hashing the same old ideas, in an 
effort to cash in on the original's suc- 
cess. 

Why canl programmers come up 
with some fresh Ideas, instead of 
churning out droves of sequels 
(Shadow of the Beast 2 & 3, Race 
Drivin', Eye of the Beholder 2, Kick 
Off 2, the list goes on)? It seems to 
me that once something is success- 
ful the software houses think they 
can make money just by re-releasing 
the originals with enhanced graph- 
ics or sound. 

Kelly Maguire, 
Ringwood. 

Yes, there do appear to be alot of 
sequals around at the moment but 
most seem to be an improvement on 
the originals (Monkey 2 for exam- 
ple). Surely if a game can be 
improved in any way then a sequal 
is justified. Elite 2 is going to be one 
of the biggest titles in recent years 
when it is released at Christmas 
(hopefully). We think that we're 
entirely right giving the game so 
much 'airspace' as Fm sure the major- 
ity of readers will agree. 



ROCK-TASTIC! 



Dear The One, 

While glancing through your excel- 
lent and informative Previews sec- 
tion last month, I noticed that rock 
band Motorhead will soon have a 
computer game based around them. 
This got me to thinking - what if 
other groups were to follow their 
example? There's plenty of potential 
for good games. 

How about a Take That! game? As 
manager of the tip-top band the 
idea would be to assemble a bunch 
of no-talent losers, re-record an old 
pop song and then try to keep the 
single as far away from the Top 
Forty as possible. 

Or how about a game based 
around The Smiths, where the play- 
er, as Morrissey, must try to raise the 
country's suicide rate in as short a 
time as possible. 

What do other readers think? If 
they have any ideas, why not send 
them to the band or a software 
company? 

Edward Brown 
Sheffield 

Don't be ridiculous. 



[cheetah s post box] 

I STUCK ON YOUR FAVOURITE GAME? 1 
Don't despair we have tips, cheats and solu- 
tions for over 500 games to help you. 
For a complete list send a stamped addressed 




SOFT 



WE BUY AND SELL ALL 
TYPES OF SECONDHAND GAMES 

HUNDREDS OF TITLES IN STOCK FROM OLD TO NEW E.G.:- 

RISKY WOODS, MONKEY ISLAND 2, ETC 

Phone Between Write to: SOFTSWAP 

6pm - 1 0 pm Weekdays P.O. BOX 1 24 

W 0732 872261 I^WESTMAUING 

KENT ME 19 5RN 
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asked a typical 
;a Owner to 
name a few software 
development teams 
off the top of his 
head, chances are 
you would not hear 
the words Westwood 
Studios. In fact, 
Westwood have been 
responsible for two 
of the most success- 
ful RPGs on the 
Amiga, namely Eye 
Of The Beholder and 
its recent sequel, as 
well as Dragon Strike 
and BattleTech 1 and 
2. 

The immediate 
future sees the start 
of a series of adven- 
tures under the 
'Fables and Fiends' 
banner, the first of 
which is titled The 
Legend of Kyrandia. 
Westwood describe 
these new games as 
'Interactive Dramas', 
a kind of wholesome 
computer entertain- 
ment product the 
likes of which have, 
hopefully, never 
been seen before. 
Simon Byron took 
Brett Sperry, 
Westwood's 
President, down the 
pub (any old excuse) 
for a quick drink and 
a natter. 



s 



c then tell us about these 
FaMts and Fiends games, then. 
Are c*ey all going to be based 
■*3 tn* same type of game? 



Fa£><es and Fiends will be 
«%*«#re the focus is on the 
: - j ■ j . *- jnd The wjy you 
the world. The thing 
differentiate us from 
t. say. Monkey Island will 
r»e tac. mar we ultimately want 
towards an 'interface-less 
where the focus is purely 
entertainment and not on 
Outtons or fighting with the 
ft s a complete 'point and 
c*ck ' mouse-driven product. What 
tryrtg ro achieve is to dispense 
- -~ actual commands like 'Pick up' 
or Use 4e*n X on object B'. We want 






ONE ON ONE 




The Legend Of Kyrandia - the lint release in the revolutionary 'Fables and 
Fiends' series . Note the lack of actual commands In the 'option area', only a 
graphical inventory. Could this really be the first truly 'interfaceless' prod- 
uct to appear on the Amiga? 



(he player to be able to just point to 
a locked door, and if the character 
possess the relevant key he will 
know to use the key to unlock the 
door. 



You don't think that the problems 
will be come too simplified, or that 
the game will just become a 'point- 
ing at the screen' situation with this 
complete lack of commands? 

No. The system is simple to /earn and 
simple to play, it's not necessarily 
easy to win. It's easy to get around 
and do things in the world, to influ- 
ence the world. Creating an artificial 
intelligence for a system which is 
very easy to use and intuitive took a 
lot of programming time. 



So about the artificial intelligence, 
then. Will there be a lot of non-play- 
er characters wandering around, 
doing their own thing like in Lure of 
The Temptress? 

There won't necessarily be that 
amount of interaction with the non- 
playing characters. There will be a 
lot of people living their own lives. 
They will move around the world but 
the Legend of Kyrandia story didn't 
really call for a lot of characters mov- 
ing about 



The game sounds awfully like the 
Lucasfilm games. Do you see your- 
self in direct competition with them? 



ours ouf ours are far more drama 
and story driven. They truly will be 
closer to an interactive adventure 
than any other games before them. 



Where have you drawn your inspira- 
tion from for the 'Fables and Fiends' 
games? 

Primarily from the previous adven- 
ture games. We're merging some of 
the concepts that we developed for 
the Eye of the Beholders in 
terms of the environment 
being far more fluid. We want 
the emphasis to be on sur- 
prise and delight. 



How many people work for 
work on each game for West- 
wood and what do they all 
do? 

Typically around about seven; 
a number of artists and musi- 
cians, two programmers, 
game writers and designers. 



The project name at the moment is 
Lands of Lore. 



Will it be released as part of the 
'Fables and Fiends' series? 

The way that that particular brand 
will work is that they will all be 
'whole' products in every sense. 
Lands of Lore is more of a strict role- 
playing game and as such will not fit 
in with the rest of those titles. 



Westwood seems to be heading in 
the right direction, game-wise. What 
products in the past have particular- 
ly impressed by and what, would 
you say. has influenced you? 

Let's see. Recently I would say 
Atlantis, the new Indiana Jones 
game, that was really nice. Civilisa- 
tion from Microprose. Dungeon Mas- 
ter, of course, a real classic. Basical- 
ly, though, we want to break the 
mould and take a fresh look at inter- 
faces and manipulation and we've 
come up with a game-engine which 
we have derived from the Macin- 
tosh, which is probably one of the 
most intuitive systems I've seen. 
We're trying to make our games 
more accessible to everybody and 
we feel that the game consoles offer 
a clue as to where we should go in 
terms of an interface. You put the 
cartridge in and you play. You don't 



say that we got it right the first time. 
We kept evolving it and evolving it 
and throwing it away. We kept try- 
ing to make the controls less and 
less until at the end we realised we 
could create a system which would 
actually anticipate what exactly it is 
you're trying to do. 



Everything can obviously be 
improved, but is there anything you 
feel you'd like to do now which, per- 
haps, isn't possible? Like CD's for 
example. How do you think they'll 
affect your games in the future? 

We would like our characters to 
become even more life-like, more 
believable. Optical Media will offer 
a lot of opportunities. We would like 
to eliminate the text - we feel that's 
really holding back the experience 
for us. We would like you to be 
pulled into the product and com- 
pletely forget about reality. That's 
what I'm looking forward to within 
the next six months to a year. We are 
creating CD-ROM versions of Kyran- 
dia and there will be no text at all in 
that. All words will be replaced by 
actual speech. 



Can you give leave us with a thought 
on the future and how Westwood 
will progress in the next six months? 

/ can guarantee that the next few 



nimbly, 



Are you going to be bringing 
out an Eye of the Beholder 3? 



altt 



/ think many people will start com- 
paring Westwood with Lucasfilm, 
although I'd like to think that we are 
going after a different type of 
market. Their products maybe 
more puzzle orientated than 



Westwood Studios? No, 
although the company that 
we published Beholder with, S.S.I., 
will probably bring it out at some 
time in the future. We might very 
well come up with something that 
will remind you of Beholder, but will 
appear much more advanced, I can 
tell you that. It will most likely be 
appearing sometime around 
March/April 1993. 



Westwood Studios are hoping to blend Monkey Island style gameplay with 
a real mix of interactive drama and ar. intelligent parsar. Of course, the real 
test will be the finished product which will, we hope, appear for review 
within the next few months. 



really have to read a manual for a lot 
of games, the entertainment and 
enjoyment is immediate. 



How long did it take to come up 
with the interface for Kyrandia? 



Sounds interesting, tell us more... There were many iterations. I can't 



Westwood products will be real 
advances in computer entertainment 
and hopefully people will sit back 
and take a fresh look at the whole 
software industry as a whole. 



The future starts with Legend of 
Kyrandia, then... 
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feature! 





If you spend £30 on a game then invest weeks of your valuable time playing it, 
don't you think you deserve a little pat on the back when you finally complete it? 
But how many games really award you the congratulations you deserve? As ever, 
Gary Whitta gives it to you straight, as well as revealing some of the end 
sequences you probably never got to see... 



^^icture the scene. It's late. This is 
ft^the 85th time in as many days 
that you've been up all night 
trying to finish this blighter of a 
game you've bought. 

But this time you're going to do it. 
No more 'CONTINUE YES/NO' for you. 
Oh, no. This time that ugly green 
muther that's incinerated you so 
many times in the past is going to 
get a taste of its own medicine. Just 
one more hit into its big bulging eye, 
and... YES! He's history! Time to sit 
back and enjoy the fruits of your 
labour. 

And what do you get? 



WELL DONE. NOW TRY THE 
MISSION AGAIN. 

And the whole thing cycles back 
to the first level with, if you're lucky, 
a million points bonus and slightly 
tougher aliens to blast. It sounds 
crappy, but you'd be amazed at just 
how many games end as anticlimac- 
ttcally as this. And as far as I'm con- 
cerned it's just not on, not if you've 
invested your money and a good few 
weeks of your time trying to get 
there. It's a bit like a devout Chris- 
tian dying and getting to heaven, 
only to find that it consists of a six- 
by-eight room with a rickety chair, 
portable telly and a toilet that 
doesn't flush properly. 

If there's anything that Amiga 
games could learn from the con- 
soles, it's how to do end sequences 
properly. Did you know that at the 
end of Super MarioWorld on the 
Super NES. you get a really sweet 



film-like sequence that goes on for 
about ten minutes before THE END 
finally flashes up? That's what it's all 
about! Gratification! Satisfaction! 
Reward! 

Regrettably, it's a very small pro- 
portion of home-grown Amiga soft- 
ware that really bothers to reward 
players who get to the end. A certain 
programmer recently observed quite 
a disturbing trend - that games 
designers are putting more effort 
into creating elaborate intro 
sequences (in some cases giving up 
a whole disk to them) to be viewed 
prior to play. 

Now this is all very well and good, 
but something of a waste, don't you 
think? For a start the game very 
rarely lives up to the quality of the 



introduction, so it's ultimately a bit 
of a letdown. But, more important- 
ly, it comes at a time when it's not 
really needed. Before playing the 
game the player may be getting 
hyped up and ready for action, but 
surely such smart animation and 
film-like sequences would be better 
used to reward someone who's just 
lost three stones struggling to get to 
the end? 

After all, that's when you're going 
to EXPECT something good for your 
efforts, and be most appreciative 
when you actually get it. Imagine 
having an end sequence so good 
that it has a disk all to itself. It 
doesn't autoboot, and the program 
only asks for it when the game is 
completed. Imagine it just sitting 




PACE! 



there, with all its excellence safely 
locked away until you finally win. 
Sure, not everyone will see it, but 
what an incentive to get to the end! 

Is it that today's games designers 
have lost faith in the gamesplaying 
public to finish their products? Or is 
it that they just can't be bothered? 
It's probably a bifof both, although 
our own experience tells us that 
most people who buy a game DO 
ACTUALLY FINISH IT. Just because an 
end sequence comes at the end, 
doesn't mean that it has to be an 
afterthought. Most of today's com- 
mercial movie-makers know their 
audience well enough to make sure 
that their films climax with a suitably 
crash-bang-wallop ending. People 
don't want to be let down gently by 
something, be it a movie or a game 
the hardest hit has to come at the 
end if people are to be left with a 
really lasting impression, but it's a 
factor that most games gloss over 
and, in some cases, forget about 
altogether. 

Over the page, we've collected 
together the end sequences of five 
classic Amiga games from years 
gone by. We've tried to avoid reveal- 
ing any recently- released titles, so as 
not to annoy anyone who might sti 
be playing it by giving away the end. 
But if you don't want to see how 
ALIEN BREED, XENON 2, ANOTHER 
WORLD, RAINBOW ISLANDS or THE 
FIRST SAMURAI turn out, best not to 
turn the page. Just skip straight over 
and forget they were ever there. But 
remember, only us Gaming Gods 
here at The One could have 
brought this feature to you... 




FEATURE 



RAINBOW 
ISLANDS 

Ocean 

There are actually two separate end 
sequences for this classic Taito coin- 
op conversion. If you complete all 
the seven islands without collecting 
the big bonus gem from each (a very 
tricky task, to be sure), the game 
ends with Bubby and Bobby walk- 
ing on screen to be rewarded with 
an absolutely MASSIVE pile of trea- 
sure. But as they run to collect it and 
the player sits back smugly, things 
start to go wrong. The treasure pile 
topples, the music goes all sad and 
miserable and a scroll appears 
informing Bub and Bob that, 
although they've got to the end, 
they haven't actually completed the 

ALIEN BREED 

Team 17 



game properly. So it's back, to the 
beginning to do it all over again... 

However, if you DO manage to 
pick up the seven gems, you get to 
see the proper end - referred to as 
the 'Tossing Up' sequence because 
it shows Bub and Bob being thrown 
into the air by the grateful Rainbow 
Islanders amid a joyous celebration. 
Aaaah, isn't that nice? Because the 
Amiga version doesn't have the last 
three islands, players don't get to see 
what really is the ultimate end 
sequence, where collecting the three 
magic mirrors from the extra islands 
produces a dazzling spectroscopic 
graphical sequence where a beam of 
light Is bounced off the specially- 
arranged mirrors. 





Simple graphical pleasures await 
those good enough (or devious 
enough, with the multitude of cheat 
modes) to finish this top sci-fi blaster 
- and funnily enough it's a little sim- 
ilar to the end of Aliens. Having final- 
ly destroyed the alien hive at the end 
of the last level, the player is picked 
up and whizzed away from the plan- 
et by the military spaceship that 
dropped him off at the start (shown 
below). There are lots of big explo- 
sions and the like, and what's there 
is nice, but the reward is short-lived. 




XENON 2: 
AAECABLAST 

Image Works (RIP) 

We just couldn't believe this. Do you 
know what happens after you've 
busted a gut shooting through five 
impossibly-tough levels to finally 
win the game? The screen just goes 
blank, save for a tiny white dot in 
the centre and a high-pitched tone. 
A few moments later, interference 
fills the screen and that's It. 

It was intended as a joke by the 
Bitmap Brothers - the effect is meant 
to simulate a TV set after transmis- 
sion has ended late at night, in case 
you hadn't already guessed. But not 
everyone saw the funny side • Bull- 
frog's Peter Molyneux nearly 
gouged his own eyes out in frustra- 
tion after finishing it. 






FEATURE 



THE FIRST 
SAAAURAI 

UbiSoft 

Pretty typical of what we're on 
about, this one. The evil Demon King 
finally makes an appearance at the 
very end of the game, his purple 
head bursting through the backdrop 
and spewing all kinds of noxious 
sprites from his mouth. To destroy 
him, the Samurai has to hack away 
at his eyes until both are destroyed 
- at which point he explodes. 

Unfortunately, there's not much 
beyond that - the Samurai is show- 
ered with treasures while the cred- 
its scroll past, and then it's straight 
onto a functional 'Well done' screen 
and then back to the start. Frankly, 
we expected a little more from so 
polished a game, and we count our- 
selves lucky that we got a cheat ver- 
sion of the game that allowed us to 
skip straight to it. If we'd had to 
play all the way through only to be 
greeted by a limp text message, 
we'd have felt royally put out. And 
no doubt you would too. 
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ANOTHER 
WORLD 

US Gold 

There's a lot of controversy over 
whether the end sequence to this is 
actually any good. Generally, it's the 
"No, it isn't" camp that can put for- 
ward the most cohesive argument. 
After battling through all those lev- 
els, the fantastical adventure comes 
to a head when your alien mate does 
battle with a bad alien as the player 
(who's just been given a right kick- 
ing by the bad alien) crawls.... 
towards... a... bank... of... levers. 

The bad alien, after a quick fist- 
fight, does away with your buddy by 
throwing him off the platform {don't 
worry, folks, he hangs on by his fin- 
gertips), then walks over to finish 
you off. But if the player pulls the 
lever at exactly the right time, a 
burst of laser energy from the sky- 
light above incinerates the baddy. 




The player's then got to crawl 
through a barrage of laser fire to be 
teleported up through the skylight. 
Manage that and the, er. very sweet 
end sequence is yours to behold. 

At the top of the building, Lester 
is joined by his alien buddy, who 
mount the back of a waiting dragon 
and fly off into the distance. And... 
that's it. The whole thing lasts about 
twenty seconds and left us feeling 
strangely unsatisfied. The object of 
the plot was, after all, for Lester to 
get to Earth. And what happens? He 
flies off on a dragon! Harumph... 
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"If there had 
been a nuclear 
Apocalypse in the 
Victorian age, 
this is what it 
would have 
looked like.* 9 



Dan Malone 
The Chaos Engine graphic 
artist 
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PUBLISHER: Renegade 
DEVELOPER: The Bi 
Brothers - 

Eric Matthews (Design) 
Simon Knight (Design) 
Steve Cargill (Programr 
Mike Montgomery (Proc 
ming) 

Dan Malone (Graphics) 
Richard Joseph & Joy (Sc 
INITIATED: Early 1991 
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WHERE THERE'S MUCK 
THERE'S BRASS 

The Chaos Engine is nothing if not inventive graphically - how 
many other games can you think of that have a retro-futuristic 
Victorian setting? "What we wanted to do was set the game in a 
landscape that was different to what most games were set in," 
Eric reveals. "When you start a game you think 'Okay, where 
shall we set it? Shall we do a dungeons n' dragons Gauntlet 
type thing? What about a post-holocaust New York subwa 
train type thing? Or what about on a far-off 
planet in a kind of underground network' 
No, no. no! It's all been done before, and 
what we really wanted was to have a really 
rich graphical environment that we could 
set this thing in. It's more interesting for 
everybody if the game has elements with 
in it that are completely different. 

To come up with such a surreal 
graphical style, designers Eric 
and Simon Knight and artist Dan 
M alone were influenced heavi- 
ly by the works of Victorian sci 
ence-fiction authors H. G. Wells 
and Jules Verne - hence the 
profusion of heavy pistons 
and pipes throughout the lev- 
els and the swish leather inte- 
riors and brass fittings of the 
character and power-up screens. 
"It's like the inside of a 1920s 
oil liner" is how Eric describes 
the game's look - books on 
Victorian and Edwardian furni- 
ture and interiors were 
brought for research purposes 
to help create an authentic peri 
od feel. 

Turning the vision into pixel-based reality has been entirely 
Dan's responsibility. After creating the futuristic silver-clad visu- 
als for Speedball 2. going back in time a hundred years made a 
refreshing change. "The game's full of metal gantries and big 
brass pipes, cogs and wheels - 1 would like to have gone a bit 
further with the pipes, actually. The feel is supposed to be post- 
modern Victorian, so you have present-day technology but the 
fashions are still stuck in the 19th Century. Everything's been 
blown out of proportion, so all the weaponry is exaggerated in 
size. The general idea is that if there had been a nuclear 
Apocalypse in the Victorian era, this is what it would have 
looked like." 

Unfortunately Dan can'* stay to stop and chat, as tomorrow 
he's off to Sweden for a tour of the local ale houses. "It's a 
stag," he says. "I'm going to be completely dead when I come 
back. God help us all." 




will recall the talk of involved rol 
playing elements. Actually, it's not ai 
complex as you might think - the so 
called 'RPG' aspect is actually kind of 
a throwback to the ideas that were 
first used in Speedball 2, where char- 
acters have individual skill, stamina, 
speed and intelligence attributes. In 
The Chaos Engine, each of the sn 
heroes (they're a colourful bunch, 
comprising a brigand, a mercenary 
a gentleman, a nawy, a preacher and 
a thug) has differing abilities, and 
each has his own unique weapon 
and special skills. Once two charac- 
ters are hired for cash at the outset, 
their abilities can be increased 
between levels by spending more 
cash on bumping up their respective 
attributes - it's a lot like Speedball ; 
in this case. As the heroes increase 
in power and skill, so does the scope 
for their weaponry, with more 
power-ups and special weapons 
becoming available for use. 
An interesting aspect of The Chaos 
Engine's design - and perhaps a con- 
troversial one - is that you can't actu- 
ally play alone. Even in the one-play- 
er game, you have to select a second 




manner possible. "What we wanted 
to do was write a game that was in 
the style, to an extent, of something 
like Gauntlet or Crackdown," Eric 
explains. "That particular style of 
game has never been done particu- 
larly well, especially on home com- 
puters. There are a lot of ideas that 
have never been tried with a game of 
this type until now." 

The idea's simple - after picking a 
pair of characters from the six avail- 
able, the player(s) work through six- 
teen maze-like levels (four worlds 
with four lovels each), starting in the 
grounds outside the baron's 
fortress and climaxing inside the 
H bowels of the computer itself. 



"There are a lot of 
ideas that have 
never been tried 
with a game of this 

type until now.* 9 
Eric Matthews 
The Chaos Engine 
designer 

On each level, the two heroes (there 
were originally supposed to be three 
players on-screen, but the third man 
was abandoned after early tests 
found him to be superfluous to the 
action and downright impractical) 



shoot their way through the waves 
of horribly-transformed townsfolk 
while trying to find three nodes (big 
electrical towers) that are hidden 
around the landscape. Once they've 
all been found and activated, the 
gateway to the next level opens, and 
the players bundle through it. 

And that's it, simple as that. 
Well... not quite. "It's not entirely an 
all-action game." Eric is keen to 
explain. "There are puzzles, but 
they're action-based puzzles. It's not 
like in an adventure game where you 
pick up objects and move them 
about to make things happen. In this 
game, things happen simply if you 
shoot certain things or walk over cer- 
tain areas. That's how you discover 
things." 

Those who've followed the ongo- 
ing previews over the last year or so 
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Above, left and below left) At the 
start of the game, each of the six 
"•♦roes Is presented in turn com op 
style - if s a nice excuse to show off 
Dan's handsome cameo pics. The 
three shown here are the Brigand 

green), the insane Preacher (red) 
*nd. with the smart centre parting 
and big gun. the Nawie. 



character which is then controlled 
automatically by the computer. 
According to Eric, getting the com- 
puter-controlled player (or CCP) to 
work properly has been anything but 
easy, but the result, he says, is worth 
It. "The CCP isn't just a drone that 
follows you around and fires when 
you do. He reacts independently to 
whatever's going on around him in 
direct relation to how good that 
character is. We're trying to recreate, 
to an extent, the feeling of someone 
else helping you. so even if you're 
playing on your own. it feels like 
more than a one-player game." 

Even for the self-confessed kings 
of intelligent meanies, though, it 
hasn't been an easy ride. "It's been 
an absolute nightmare, and there 
were a couple of times where we 
really thought it wasn't going to 
work. At the time everybody said 
What a great idea, let's do it. It 
won't be difficult!' It's easy to make 
a character to work just like a drone 
that follows the player about, or to 
have him so intelligent that he 
whizzes around and does everything 
• but then what is there left for the 



player to do? It's getting a realistic 
balance that's hard, and in the end it 
took a very long time to get it right." 

Above all. though, what the Chaos 
Engine team have tried to come up 
with here is an arcade game with 
more longevity than other examples 
of the genre - not easy when games 



of this type tend to have congenial- 
ly short gameplay lifespans. Hence 
the different characters, that allow 
players to experiment each time they 
play with different weapons and 
abilities, and the levels themselves, 
which have been packed full of 
secret rooms, entrances and pas- 



(Below) After every two levels, characters get a chance to spend their cash 
powering up their weapons, abilities and special powers. It's on screens like 
these that Dan Malone's stylish period graphics are most evident - this 
could be a view from inside Jules Verne's Nautilus. 
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(Left) The graphical style changes 
slightly for World T wo switches 
from rocks and foliage to steel 
gantries and brick walls as the play- 
ers near the maniac's mansion. The 
final two worlds, currently being 
layed out, are even more mechanical 
and menacing. 
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(Above) Shooting a golden node causes a bolt of white-hot electricity 
to burst from it. and when all three have been hit the portcullis gate 
to the next level (pictured here) opens up, allowing our heroes 
through. 

(Above left) Just look at those luvverly gwaphics from level One* 
What you unfortunately can't appreaciate are the very lovely music 
and sound effects provided by DJRJ (aka Richard Joseph) - there's 
some top samples speech a la Gauntlet to be heard. 
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All character sprites are drawn like this, with a separate pie for each frame 
of Its required actions in all eight directions. These frogs are from the first 
world, where the players must pass through a bubbling swamp replete with 
all manner of greenland creatures. 



(Below) Dan Malone's sketch books are filled with 
little doodles like this, some which made it Into the 
game, some which didnt. This early conceptual 
sketch is of the Gentleman, who, after several revi- 
sions, now looks like the sepia-toned image in the 
bottm right. Notice the almost absurdly-exaggerat- 
ed weaponry heS packing. 





sageways that should give the play- 
er incentive to continue exploring a 
landscape in search of more good- 
ies even after the exit's been located 
and opened. "From our own experi- 
ence of playing and designing 
games, it's become clear that the 
simple idea of running around killing 
monsters and nothing else is simply 
not enough," says Eric. "You have to 
have that extra element of discovery, 
that allows you to go back and 
experiment and find new things each 
time you play - that's what makes a 
good game." 

Commenting on why the game 
has taken sooo long to finally 
appear, Eric's reaction is mixed. "We 
had a designer leave halfway 
through the project, and that kicked 
things backwards a bit. At that point, 
we sat down and re-assessed it and 
I think that what was there wasn't 
really going to fit into the idea of 
what we wanted the game to be. So 
we re- rationalised a lot of stuff, like 
taking out the third character, and it 
took a lot longer than we thought. 
We had to make sure it was abso- 
lutely right before we showed it to 
anyone." 

If you dare to suggest that two 



(Left) The Bros have worked hard to 
ensure that The Chaos Engine has no 
shortage of pick-ups. Coins equal 
cash to be spent in the shops later, 
keys open secret doors (if s finding 
and collecting these that make up a 
large portion of the game's puzzle 
element), and the ying-yang symbols 
are restart points that the players 
return to, stats fully restored, when 
they snuff It. 



years seems a little too long in devel- 
opment for what is basically an 
arcade game, Eric gets a tad riled. "I 
don't understand why people say 
that. Okay, it took longer than it 
should have done. But people have 
this illusion that it's somehow easier 
and quicker to write an action game 
than it is to write, say, a big RPG. It 
really doesn't wash with me at all. 
It's difficult to write a really good 
playable action game. Forget about 
all the puzzles and RPG elements and 
all that crap - it's still really difficult 
to make it good. If you think about 
all the other people out there who 
are writing action games, we have to 
make sure that ours has something 
which is more than all the others. 
And that takes a really long time. It's 
not good enough just to bung in a 
load of monsters, put a shop at the 
end of the level and think that's 
enough. It's not. And I really don't 
think there's any more value in writ- 
ing a big flight sim or an RPG than 
there is in writing a really good, 
playable arcade-orientated game. 
The fact is. to write really good 
games - I don't care what type - 
takes time." 

Enough said, don't you think? 
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EXCLUSIVE! PART 3 




After four years in development, the sequel to Elite is 
at last nearing completion. For author David Braben, 
rt's the end of a long, long road - and for publishers 
Konami, a potential mega-blockbuster. In the final part 
of The One's major Work In Progress special, Gary 
Whitta takes a last look at some of the more serious 
aspects of the creation of an Amiga landmark, and, 
looking back on almost half a decade of toil, Braben 
offers his own reflections... 



Over the last two month's 
we've seen and heard a tot 
about Elite 2 {or Frontier as 
- s now finally called - the 'High' bit 
•^d to be abandoned after it was 
S'KOvered an old 8-bit game was 
* ready using the name) the game - 
&ut one aspect of the space-based 
*1 venture epic that may well be 
Tverlooked is the one that author 
-avid Braben has put the most 
***ort into. 

If you're going to set a game In 
; see. how do you go about doing 
•'' Easy! Get a black backdrop, write 
t *ttle program that sprinkles lots of 
-~le white dots about the place and 
i Aay you go! Instant galactic envi- 
ronment! Well, at least that's what 
«ou do if you're not David Braben. If 



you are, what you do is spend sev- 
eral months painstakingly research- 
ing and recreating the Milky Way 
down to the most precise detail. 
Over-indulgent? Probably. Effective? 
Undoubtedly. For Braben, whose 
Cambridge programming HQ is lit- 
tered with books on physics and 
astronomy left over from research- 
ing the project, the ends more than 
justify the means. But creating a 
realistic environment is one thing - 
creating one accurate enough to be 
of genuine educational use is anoth- 
er. In layman's terms... why bother 
when you can just cheat7 

"First, if s a hobby," David replies. 
"With a project of this size, you real- 
ly need some major interest to keep 
you going. I'm quite interested in 



the astronomical side, so really I just 
did it this way because I wanted the 
game to be like that. I wanted it to 
be realistic. I thought, if you're going 
to go to the trouble of modelling 
something this big, why not make it 
the real one?" 

"I think the fact that this galaxy is 
real helps fuel the imagination much 
more," he continues. "Things based 
on fact are always much more excit- 
ing, because they do have some rel- 
evance. It's not just random figures 
plucked out of the air. But also, I 
think it will help to get a lot of peo- 
ple interested in the game who 
might otherwise not be interested. 
I'm sure that because of it the game 
will get a lot of coverage outside of 
the computer game press. Speaking 



to the people at the University's 
astronomy department it seems that 
no-one has ever bothered before to 
simulate on a computer the pro- 
cesses of a galaxy in this way." 

"We know almost nothing about 
space, really. It's really quite depress- 
ing. I thought we knew a lot more 
than we actually do when I started 
this game. Most people are very 
introspective - they know almost 
nothing, for example, about where 
the Earth is in relation to the rest of 
the galaxy, or even what the differ- 
ence between the galaxy and the 
Universe is. I hope that this game 
will do something to change peo- 
ple's attitudes a bit. One of things I 
wanted to do when I started was to 
produce something that would be 
attractive to people just to play 
around with as a toy. It's good for 
someone who may not be interest- 
ed in a shoot-'em-up space game, 
but might be interested in astrono- 
my." 

So come on then, how accurate is 
it really? "Well, everything inside 
about a twenty Mghtyear sphere is 
mapped out accurately from data 
books. But because current tele- 
scopes can't see faint stars more 
than about thirty lightyears away, 
the game generates those statis- 
tically. It's not entirely accurate 
- there are some things that 
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(Above) David has recently implemented external views in Frontier, so play- 
ers can now pilot their ship from outside, and view what's going on around 
them from any angle. 

(Below) Frontier's core system map shows all the planetary systems within 
the player's reach • the red lines indicate each system's relative height, mak- 
ing it easier to judge distances. The purple lines show popular trade routes. 



would have been 
impractical to 
implement simply 
because nobody 
would have known 
the difference any- 
way. But the point 
really is to convey 
the flavour and 
give people an idea 
of scale. I think the 
important thing for 
this is for people to 
realise just how big 
space is. People 
imagine being able 
to nip between 
planets, but in real- 
ity the distances 
are enormous." 
In fact, the only 
real liberty that 
seems to have been 
taken with astro- 
physical reality is 
that old Elite favourite, hyperspac- 
ing - and even then it's possible to 
hide behind any number of semi- 
theories that, handily, have never 
been conclusively disproved. Even 



these natural signs to see if anybody 
has entered or left the system 
recently - it's a tactic used by pirates 
to look for newly-arrived targets. 

David has changed things signifi- 
cantly, though, so that you don't 
need hyperspace to simply travel 
between planets. Indeed, the tech- 
nique is only used here for travelling 



"The important thing is 
for people to realise just 

how big space is. It's 
depressing how little we 
know. I hope that this 
game will help to change 
people's attitudes a bit." 

- Frontier creator 
David Braben 



vast distances, with the player navi- 
gating and piloting the ship manu- 
ally for smaller journeys. "One of the 
things that we found with the orig- 
inal Elite was that with journeys that 
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(Below) Ridley Scott's Blade Runner provided some of the influence for 
Frontier's surface detail • this huge industrial complex, belching bursts of 
flame into the night, is taken directly from the movie's depressing 
cityscape, and has much the same effect. 




Dealing in illegal goods can be a 
risky business now that Oavid has 
implemented the galactic police - 
they not only chase you for carrying 
stolen goods, but set up dummy 
emporiums to trap anybody plan- 
ning to deal in "Illegals". 

travelling at the speed of light it 
would take a thousand lifetimes to 
get from one end of our galaxy than 
another - obviously with Frontier 
running in real time, that's more 
time than your average gamesplay- 
er has got to spend. Isn't it conve- 
nient, then, that scientists have long 
been pontificating on the possible 
of existence of 'wormholes' that 
would allow objects to jump great 
stellar distances in the blink of an 
eye. 

Of course it's all a load of theo- 
retical hot air that has very little 
basis in scientific fact but it comes 
in quite handy here, allowing Fron- 
tier pilots to visit systems that, under 
conventional power, they'd never 
even get to see. A nice touch is that 
ships travelling through hyperspace 
leave behind a glowing portal (it's 
supposed to be where the fabric of 
the space-time continuum has been 
torn, or something) at their entry 
and exit points. The portal contracts 
and eventually heals up after time, 
so other ships in the area can use 



Wooshl The new external views 
allow for some breathtaking graphic 
sequences - like here, when the 
Cobra launches from the docking 
bay of a space station. Note the 
landing gear, which retracts after 
the ship Is clear of the landing tone. 

are just a matter of routine you'd 
want to whizz through it but if it 
was more of a challenge, you'd want 
to do it yourself," David explains 
'There's an autopilot option in there 
for people who don't want to go to 
the trouble of piloting the ship 
between planets." 

It's very nearly time for David to 
put his feet up and enjoy himself 
Within the next few weeks, the final 
version of Frontier will be delivered 
to Konami's offices and from then 
on it's effectively out of his hands 
Four years of solid graft at an end. 
and nothing but the spoils of his 
labour to look forward to. Aah, bliss 
"There are still a lot of little things to 
be done," he admits, "but the end 
is very much in sight now. I'm quite 
excited about the prospect of it 
finally being finished. I'm pleased 
that, now I can see what the game is 
finally going to be like, it's how I 
originally intended it to be when i 
started. There are quite a few things 
that have had to be cut out, but 
those are mainly just ideas that I had 
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Jable ly^tem with ?9 major bodies 

■pf rial capital on Rihenar &d. known at Capital by the locals, fie it still known at 
anversinn though it was terraformed in ?&9B &b Has tBrraformed in 5B5D to anomc 
er population explosion which [allowed Pnyone without the quirky accent of Imper 
t vens is shunned, especially if they are Iron a Federation world 




Clicking on an individual system gives a tactical view of how ifs composed. 
■ ong with some text giving information on its political history and physical 
history. It's come a long way since GOVERNMENT: ANARCHY. 



Not every planet is like Earth - in fact, hardly any of them are. Depending on 
the system there in, planets have varying atmospheres which means differ- 
ent sky colours - this planet is a pleasant shade of purple, while others may 
glow bright orange in the noonday sun- 



along the way anyway. 

"What 1 eventually want to do is 
create little science-fiction adven- 
:ures within it. So, for example, I 
■night set up an alien race on the far 
side of the galaxy and leave the play- 
ers clues on where they are. so they 
can try to discover them. Things like 
'.hat would work well as add-on 
modules." 

Before all that, though. David's 
going to be taking a well-earned rest 
as soon as Frontier is finished. "I'm 



going to have a complete break from 
programming for at least a month. 
Over the last year I've had no holiday 
at all. and at the moment I'm work- 
ing an 80-hour week." After that, it's 
back to work on a new game. "The 
next major product I've got planned 
is a sort of magical fantasy. But 
that's not a solitary project, that's 
going to be done with about six 
other people. It's a whole new game 
environment with lots of animals 
and things.. But that's a long way 



off. and in between there are sever- 
al short-term projects that I'll be 
doing, like Virus on the Super NES." 

And so the development of what 
may well be one of the biggest 
Amiga games in years is nearly over 
and all that remains is for us to get 
hold of a finished version and see, 
once and for all. if it really is as good 
as we keep suggesting. One thing's 
for sure - we can hardly wait to try 
out the proof of this particular pud- 
ding... 



David's hoping to include all the 
original Elite ships In Frontier - at 
the moment these are the only 
ones available to buy. 



It s now possible to land on plan- 
ets via these futuristic airports, 
capable of accomodating up to 
four ships at a time. To land, just 
fly over one of its landing pads, 
decrease power and you'll be 
to the local 
ulletin board. 
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tee off on the most challenging 
1 8 holes of major championshi p golf 
wrth the legend who hand picked 
each one - Jack nxklaus. 
Play the breathtaking 8th at Pebble 
Beach and discover why the second 
shot of this par 4 is jack's 'favour fte 
shot in all golf" in probably the most 
realistic and visually stunning golf 
game ever made. 
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play it just like the best-selling 

board game. 

it's like charades, only you sketch words 
instead of acting them out. but with a computer 
you dont need paper and pencil! sketch your 
pictures on screen with an easy to use drawing 
program. You're not an artist? DonT worry - 
most people aren't. thars part of the fun as you 
race against the clock so you'll have to draw on 
your wits as well! 
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technologically advanced supercars on 
earth. rocketing down roads that are as 
eye- catching and dangerous as the 
cars themselves. 
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Until you've proved yourself in one 
of the fighter's Guilds, you'd best 
stick to chatting to Knights instead 
of trying to beat them up. 
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Kevin Bulmer 
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In darkest 
Wolverhampton, 
Kevin Bulmer and a 
team of crack coders 
are developing an 
incredible RPG for 
US Gold that promis- 
es to be one in the 
eye of Beholder 2. 
David Upchurch pre- 
pares to be well and 
truly impressed... 

US Gold certainly love their 
RPGs. The Brum-based com- 
pany has got a whole bundle 
of them lined up for launch over the 
next few months, including a little 
number by the name of Legends Of 
Valour. But does the World really 
need another RPG? Well, having 
seen Legends, I'd say the answer is 
an enthusiastic and emphatic "Yes". 
And - surprise, surprise - the game's 
being developed right here in mer- 
rie olde Englande. in sunny Wolver- 
hampton, to be more precise. And it 



was affable Kevin Bulmer, one of the 
game's designers, who took time 
out of his busy schedule to talk 
about how it's shaping up. 

Legends Of Valour takes place in 
Mitteldorf, a huge walled city on the 
tiny island of Wolfbrood, which lies 
just off the coast of a massive con- 
tinent. Merchant ships travelling 
from coast to coast treat Mitteldorf 
as a handy 'stopping off' point on 
their travels, thus bringing enor- 
mous wealth to the city, as well as 
providing lots of fodder for high 
adventure. 

According to Kevin, Mitteldorf is 
"a mile and half long from North to 
South and three-quarters of a mile 
from East to 
West. According 
to US Gold's 
playtesters, the 
ground plan of 
the town is eight 
times the size of 
Eye of the 
Beholder 2 and 
they reckon that 
to visit every 
location on the 
ground level, 
doing nothing 




else and playing the game all night 
and at the weekends, would take 
you over two weeks." 

The player is cast as a young man 
who has travelled from one of Wolf- 
brood's tiny 



"You can shape 
Legends Of Valour to 
be whatever you 
want it to be, 
depending on the way 
you like to play role- 
playing games. 
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Kevin Bulm*r 
L«g#nd« Of VaIou' designer 



villages to Mit- 
teldorf to find 
his fortune. 
Unfortunately, 
just after the 
player enters 
the city gates, 
a vile plague 
breaks out and 
the city is quar- 
antined. If 
nothing else, 
it's a neat way 



of confining the player to the city 
limits. However, hardened dun- 
geoneers thinking that this means 
the game's just going to entail a lot 
of boring street wandering are 
much mistaken... 

"Oh God, there is so much stuff 
to find!" cries Kevin. "At last count 
there were twelve very large sepa- 
rate dungeons underneath the city 
and there's going to be more. We've 
got all the dungeon entrance points 
sorted out but as we're coming up 
with a particular quest we're think- 
ing 'Well, this quest needs to have a 
certain number of specific puzzle 
elements and pressure pads 
and pits and so on, therefore 
we've got to do this.' So as we 
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design the puzzles we're putting in 
the map, rather than draw a map 
and then fit the puzzles into it." 

The player's first task is to get a 
room at an inn (it's illegal to doss in 
the streets) and then to find some 
form of income. 
Although the 
player can sub- 
sist for a while 
doing small 
errands and 
tasks picked up 
via the inn's local 
noticeboard, to 
make any real 
progress it's 
essential that 

they join one of the city's many 
Guilds. Once a player has joined a 
Guild (by paying a small 'entrance 
fee' and completing a simple initia- 
tion quest) the Guild will, in return, 
provide a regular pay packet and an 
endless series of tests and chal- 
lenges. Providing the player does 



well at these set tasks they'll be pro- 
moted up the Guild's hierarchy, thus 
earning more money and greater 
social standing (permitting access to 
areas of the city barred to mere 
peasants, such as the Castle). 



We play Legends of 
Valour all the time 
because it's so much 
bloody fun! 
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There are basi- 
cally four 'types' 
of Guild, one 
each for fight- 
ers, magicians, 
clerics and 
thieves. As Kevin 
explains, this is 
all part of the 
designers' aim 
to make Leg- 
ends as adaptable to the player's 
wishes as possible: "Say I want to 
play the game and kill monsters, 
then I'd join a fighter's Guild. But 
you might want to play the game 
and solve puzzles, so you'd join a 
magician's Guild and the tasks you'd 
be set would be more of a puzzly 





One of Legends Of Valour's most refreshing aspects is 
its humour - take a good look at these yummy morsels 
you can buy at the inn, for example. Although the game 
has its fair share of darker moments, there are welcome 
patches of light relief to jolly things along. "A lot of the 
jokes are real throwaway stuff," laughs Kevin. "Like 
while researching the game we discovered that an old 
Viking name is Elvis. So there's a chance that you might 
find out what happened to Elvis, because in Mitteldorf 
is Elvis of Gracelands, a balladeer. He's like a down and 
out, wandering the streets." 

This humour was presumably an effort to get away 
from the slightly po-faced attititude of most other RPGs, 
right? "Well partly," replies Kevin. "But mainly it's 
because we've been working on the game for the best 
part of two years and you need something to keep you 
going. So I keep sticking things in for Ian to find and he 
keeps sticking in things for me to find and every now 
and then he'll call me because he's found something I 
put in four months ago. The game is littered with all 
these gags." 



nature. You can shape 
Legends to be whatev- 
er you want it to be. 
depending on the way 
you like to play role- 
playing games." 

The player has the 
choice of controlling 
the game with a mouse 
or the keyboard. To 
make the game as 'user 
friendly' as possible all 
the player's interaction with the 
gameworld is icon- and menu-driv- 
en. There are the usual icons 
allowing you to pick things 
up, read, eat, sleep and, of 
course, fight... "There are 
three ways you can use any 
weapon," states Kevin. "You 
can employ a 'crushing 
blow', you can jab with it or 
you can swing from right to 
left. 

"Now each weapon has 
an optimum way of being 
used and each monster has 
an optimum way of being 
attacked. So if you happen 
to be carrying the right 
weapon for the right 
weapon then you'll Inflict 
the maximum damage. Like 
if you jab with your sword at 
a troll with its big wobbly 
belly then you'll be using 
your weapon at its best and 
attacking the troll in its weak spot." 

Although there's enough hacking 
n slaying 
keep 




fancy sword play, especially on the 
later, more involved quests. The 
player can start a conversation with 
any person or creature they meet by 
first hailing them with a loutish 
"Oil" to grab their attention and 
bring them over. The chat then con- 
tinues via a simple but cleverly- 
devised menu-driven conversation 
system. 

"It works on a tree structure," 
reveals Kevin. "You start a conver- 
sation by saying "What is?' or "Where 
is?'. There's also an insult option if 
you fancy a fight and you can even 
try and pick somebody's pockets 



A sample of Kevin's design 
sketches for lust a few of the 
btiarrely hideous creatures 
lurking In the depths below 
Mitteldorf. 
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while you're talking to them but 
that'll probably end up in a fight 
too. If you select 'What is?' then a 
menu appears listing things like 
'What is your name?', 'What is your 
trade?', 'What is the time?' and so 
on, while selecting 'Where is?' cov- 



(Abovc and left) The town of 
Mitteldorf is full of interesting peo- 
ple to meet and chat to, such as this 
rather cuddly-looking little dwarf 
and this even cuddlier-looking lady. 



ers stuff like 'Where am I?', Where 
are you going?', 'Where is such-and- 
such a place?' and so on. When you 
first arrive in Mitteldorf you have a 
list of items and places you'd prob- 
ably know about from living on the 
island to start you off. However, as 
you explore more names get added 
to the lists and they gradually 
expand." 

The most stunning aspect of Leg- 
ends of Valour is the player's three- 



dimensional first-person view of the 
city and its various buildings, dun- 
geons and docks. Forget the 'jump- 
jump-jump' 90 -turns-only screen 
update typical of other RPGs like Eye 
of the Beholder 2 or Black Crypt, in 
Legends the player can walk forward 
smoothly, in just about any direction 
you care to mention, as if they were 
actually there. Because there's no 
jarring 'flicking' effect, the feeling of 
'being there' is quite uncanny. With 
just a hint of a groan in his voice 
Kevin comments "US Gold are 
describing Legends with the catch- 
phrase 'A Virtual World'." 

Legends was first developed on 
the PC and on that machine uses a 
technique called 'texture mapping' 
to create its highly-detailed 30 
views. To put it simply, texture map- 
ping is the process whereby you 
take a two-dimensional drawn 
graphic and 'paint' it onto a three- 
dimensional polygon shape. Thus if 
you had a picture of a brick wall, you 
could texture map this onto a flat 
polygon and the polygon would 
now look it was built out of bricks. 

Although not an easy thing to do 
on any machine, matters are made 
slightly simpler on a PC because 
each screen pixel is represented by 
one byte of memory. However, on 
the Amiga each pixel is represented 
by a number of bits scattered over 
several bytes. So, wherease on the 




The peopte wandering around the town 
are stored as a set of eight 50-pixel-high 
sprites. The monsters in the dungeons, 
on the other hand, are drawn at a much 
larger 100-pixels scale. The eight sprites 
each correspond to each of the eight 
possible rotations at which a character 
can be viewed. The sprites are all shrunk 
in real time to correspond to their 'heights' depending on where they're positioned in the play- 
er's 3D view. If the player gets into a conversation or a fight then the character is shown in 
close-up. But rather than being a blocky blown-up sprite, it's a completely-redrawn detailed 
graphics so, as Kevin says, you can "really see the white's of their eyes!" 

The reason the wandering sprites haven't been drawn at a larger, more-detailed scale is sim- 
ple: lack of memory. "Basically cutting between the sprite and animated graphic means that 
we don't have to store all the walking and combat animation frames of the character at this large 
size. To fit the game into the memory we've got and to have as many different characters walk- 
ing about in all eight directions and doing all the other things they do is quite a squeeze." 




PC you can change a pixel in one go 
by writing to just one byte, on the 
Amiga you have to write to several 
bytes, making sure that you don't 
alter any of the other bits in the pro- 
cess, which takes a lot longer. And 
given that the Amiga is a slower 
machine than the PC anyway, the 
problems are obvious... 

"We did the Amiga first as a tex- 
ture-mapped polygon game like the 
PC but it was so slow because the 
maths is a nightmare, as you can 
imagine," reveals Kevin. "So what 
we're now doing is ray-tracing the 
player's view, which is a scheme Ian 
came up with for the PC but we 
never had the time to do. But Gra- 
ham and Paul have taken the idea 
and actually implemented it and 
solved any problems there were. 

Now let's hang on a second. If 
anything, ray-tracing the 3D scenes 
(where - again to put it simply - you 
take each pixel of the screen and 
work out what it can 'see' of a given 
3D scene) is horribly complicated 
mathematically and... 

"It is and it should be incredibly 




(Above, top to bottom) That 3D ray- 
tracing technique in action. Note the 
stone texturing on the castle walls 
and the worded signs on the build- 
ings. The player can shrink or 
enlarge the graphic window to 
adjust the Image update to whatev- 
er they wish. However, even with 
Ihe window at its largest siie the 
screen is still refreshed at a per- 
fectly acceptable eight frames 
per second. 
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slow," interrupts Kevin, laughing. 
"But it isn't. Now we know why it 
works but we're not telling anybody 
else! Theoretically the Amiga version 
should be like playing on an 8MHz 
286 PC but using this technique 
we've developed it's more like play- 
ing on a 16MHz 386. It's given us a 
huge increase in performance. In 
fact, we want to take it back over to 
the PC for the sequel when we get 
time. 

"On a bog- 
standard Amiga 
you get around 
eight frames per 
second (f.p.s.) 
update. 



To give you a comparison Dungeon 
Master gave you four f.p.s. On top 
of that you can shrink the display 
window down so that you can get it 
up to sixteen f.p.s. which is useful 
for getting across town quickly. 
However, if you get into combat or 
conversation the window reverts to 
its largest size." 

Pressing Kevin to describe exact- 
ly how this new piece of program- 
ming wizardry does 
what it does so 
well and so quick- 
ly is fruitless, 
however: "I don't 
want to give too 
much away," he 
demurs. 




"Normally I'm the sort of person 
who'll say that all we programmers 
ought to explain to everybody how 
we're doing things so that another 
programmer can pick up on it and 
improve on it in the same way that 
special effects technicians work. But 
every time I've said this to pro- 
grammers in the past they've had 
this look of horror on their face and 
quickly covered up their code before 
I can see anything. So I've begun to 
get a little protective," 

With Legends nearly completed 
on the PC ("It's all done bar the 
shouting. There are a few quests to 
go in but all the coding is there," 
claims Kevin) and the Amiga version 
not far behind, surely Kevin and his 
team's collective mind is turning to 
matters - and games - a-new. That 
sexy 3D routine is too good to throw 
away after just one game, and a 
sequel to Legends is already on the 
cards which'll see the player explor- 
ing the world outside Mitteldorf. 



An excellent by-product of the 
Amiga's ray-traced 3D Is that the 
player can always see through win- 
dows and into or out of buildings - 
on the PC the player has to get right 
up next to the window to do this. 
"It's brilliant," Kevin enthuses. "You 
can look diagonally across a build- 
ing, through a window. Into a room, 
out of the window on the other side 
and into another street to another 
building and into a window there." 



(Below) The smaller pieces of the 
scenery, like the street lamps, are 
drawn and scaled as sprites in a sim- 
ilar manner to the people and mon- 
sters. 




(Below) Some of the 3D graphics in 
Legends of Valour are truly breath- 
taking. Take a look at the detail on 
this quaint medieval-style house, for 
example. 
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Yes, there's a brilliant 

MULTIMEDIA 
AMIGA CDTV 

PACK 
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for the winning in this 
great compo! 
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^^■hey're getting out the bunting and the party poppers up at the Psyg- 
nosis offices. With the superlative Beast 3 scooping up a 90% rating 
I in The One last month and just about every other magazine in the 
known Universe going cock-a-hoop over it too. the Scouse scallywags have 
decided the time is ripe to hold a mega-compo open to all you luvverly 
readers. 

AND THE PRIZE IS—? 

As you know Psygnosis are always thinking ahead to the future, and they've 
got a loads of absolutely amazing CD-ROM games in development. It's 
rather fitting, then, that the prize they're offering is a Multimedia Amiga 
CDTV Pack, no less. Not only do you get a CDTV, with built-in one megabyte 
of memory, CD-ROM drive and remote controller, you also get a 96-key 
QWERTY keyboard and a 3.5" floppy drive. In fact the only things you don't 
get that's shown this moody picture are the monitor (but that doesn't mat- 
ter because you can hook the machine up to the telly) and that incredibly 
dull-looking home finances program. 
That means you can still play all your favourite Amiga games as well 
as being able to tap into all that super-sexy CD-based software that's 



starting to come out. And you should see some of that stuff Psygnosis has 
got up its sleaves.... Phewiet It's so hot you wouldn't believe it! So, you see 
there's never been a better time to join the multimedia revolution, believe 

me. 

YOUR MISSION... SHOULD YOU DECIDE TO ACCEPT IT 

It's very simple, actually. What we want you to do is get out your crystal 
ball and predict what the next generation of Amigas will be like. What kind 
of graphics, sound or memory capabilities will it have? Which types if 
peripherals will you be able to attach to it? What sort of games will you be 
able to play on it? Let your imagination run riot. One important point, 
though - your ideas must be amusing. Please, please, please, no technical 
specification sheets listing 68040 processors. Fat Agnus chips. 32-bit blit- 
ters.... zzzzzzzzz\ Send that sort of thing to CU Amiga! 

Scribble your ideas down on paper - but no more than 500 words worth 
Feel free to include diagrams, sketches and/or cartoons if they'll help explain 
your thoughts. Then, fill in the coupon below and send everything to us. 
The entry considered to be the most entertaining and enjoyable by Dave 
the Editor will win the Amiga CDTV packl 
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THE RULES 

This competition is not open 
to the employees of EMAP 
Images or Psygnosis. their rela- 
tives or their friends. The com- 
petition will close on the 21st 
October 1992 and the winners 
will notified shortly 
afterwards. The Editor's deci- 
sion is final and no correspon- 
dence will be entered into. No 
alternative prizes will be given 
and, while every care care is 
taken. EMAP Images cannot be 
held responsible for entries 
lost or damaged in the post. 



Fill this in, attach it to your entry and send it to: 

FINKIN' ABOUT THE FUTURE Compo, THE ONE, Priory Court, 30-32 Farringdon Lane, 
London EC1R3AU. 



The closing date for entries is October 21st. 



Name: 



Address: 



e 



MICRODISK 

Please make cheques /P.O. payable to Microdisk p.p UK add 
75p per item. Europe add £2.00. Elsewhere £3.50 




54-56 HIGH RD 
8USHEY HEATH WATFORD, 
HERTS WD2 3JG 
TEL: 081 420 4620 
FAX: 081 420 4133 

ALLOW 14 DATS FOR DELIVERY 

All items subject to availability E.&O.E 



GAMES 

40 SPORTS DRIVING 

40 SPORTS BOXING 

A10 TANK KILLER ENH 

ABANDONED PLACES 

ADDAMS FAMILY 

A320 AIRBUS 

ADVANTAGE TENNIS 

AFHIKA KORPS— 

AGONY | 

AIR SUPPORT _ «_ « 

AIR WARRIOR - 

ALCATRAZ M 1MM 

ANOTHER WORLO 

ARSENAL FC 

ASHES OF EMPIRE ,. 

BABY JO 

BACK TO THE FUTURE III 

BARBARIAN II _ „ _ 

BATTLE ISLE 

BEAST 3 

BEAVERS 

BIG RUN 

ILLY THE KID 

BIRDS OF PREY _. „ 

BLUES BROTHERS _ „ 

BLUE MAX 

BONANZA BROTHERS 

BRIDES OF DRACULA 

BUG BOMBER .... 

CASTLES 

CENTURIAN 
CELTIC LEGENDS 

CHAOS ENGINE 

CHASE HQ II 

CONOUEST OF THE LONGBOW 

COVERT ACTION _ 

CRAZY CARS 3 

CRIME WAVE _. 

CRUISE FOR A CORPSE 



CYB ERGON III ..— _ 

CIVILISATION 

DAS BOOT 

DfUTEROS .. 

D -GENERATION - 

DISCIPLES OF STEEL 

DIZZY EXCELLENT ADVENTURES _ 

DOJO DAN 

DOUBLE DRAGON III ... 

DREADNOUGHS 

DUNE 

DYNA8LASTER 

ELF 

ELVIRA JAWS OF CERBERUS 

EPIC 

EUROPEAN CHAMPION FOOTBALL ... 

EYE OF THE BEHOLDER 

EYE OF THE BEHOLDER? 

F15 STRIKE EAGLE II 

F1I7A STEALTH FIGHTER 

F19 STEALTH FIGHTER 

FINAL FIGHT 

FIRE & ICE - M 

FIRST SAMURAI _ „. 

FLIGHT OF THE INTRUDER 

FLOOR - 

FORMULA 1 GRAND PRIX - 

FUZZ BALL 

GAMES ESPANA 92 

GAUNTLET III.. 

GERM CRAZY _ 

GOBLINS 



17.49 
17.49 
.2199 
.17.99 
.17.49 
24 99 
.17 49 
17 49 
1799 
17 99 

21 99 
17 99 
17 99 
1799 
17 99 
.17 49 
17.49 
17.49 
17 99 

T8A 
1799 
1749 
1749 
23.99 
1749 

.18.99 
17 49 
1799 
1799 
20 99 
1799 

2199 

20 n 

1 1 K 

22 K 

23 99 
17 99 
17.49 
1799 
17 99 
23 99 
20 99 
17 99 
17 99 
17 99 
17 99 
.17.99 
17 49 
23 99 
22 99 
22 99 
•7-19 
22 99 
•9 99 
17.99 
19.99 
23.9S 
2399 
21.99 
19.99 
17 99 
1799 
17 49 
1799 

22 99 

23 99 
1 7 4* 
22 M 

: K 

I ' 45 
1 ■ 99 



GODFATHER -17 

GODS „....17.49 

GRAHAM GOOCH CRICKET 23 99 

GRAHAM TAYLOR'S SOCCER 

CHALLENGE „ 17.99 

GUY SPY „ „„ .22.99 

HAGAR THE HORRIBLE -....17.99 

HARLEQUIN 17.49 

HARD NOVA 17.99 

HARPOON _ 19.99 

HEIMDALL 19.99 

HERO QUEST (I MEG) 21.99 

HOOK 17.99 

HOSTILE BREED 17.99 

HUMANS 17.99 

I JONES FATE OF ATLANTIS 19.99 

IAN BOTHAM S CRICKET 17.49 

INTERNATIONAL SPORTS CHAMPION 22 99 



ISHAR _ 

JAGUAR XJ220 

J WHITES WHIRLWIND SNOOKER. 

JIM POWER 

JOHN MADDEN 8 FOOTBALL 

KICK OFF II 

KID GLOVES II _ 

KINGS OUESTV 

KNIGHTMARE 

LAST NINJA3- „„_ 

LEANDER 

LEGEND - 

LEISURE SUIT LARRY 5 

LEMMINGS 

LEMMINGS DATA OISK 

LEMMINGS STAND ALONE 

LIFE & DEATH 

LINKS. _., 

L IVE RPOOL , „ 



.22.49 
.1799 
.19.99 
.19.99 
.17.49 
.13.99 
.17.49 
23.99 
.17.99 
.1749 
1799 
.1799 
23 99 
.17.49 
13 99 
17 49 
.17 49 
.24 99 
-1799 

LORD OF THE RINGS 20 99 

LOTUS TURBO CHALLENGE 2 ...17.49 

LURE OF THE TEMPTRESS 21 99 

MAD DOG WILLIAMS - 21.99 

MAGIC POCKETS 17 99 

MAN UTD EUROPE 17.49 

MEGA TWINS 17.99 

MICROPROSE GOLF 23 99 

MIDWINTER II 23.99 

MIG 29 SUPER FULCRUM 24.99 

MIGHT & MAGIC III 2299 

MOONSTONE 20.99 

MONKEY ISLAND 17.99 

MONKEY ISLAND II 23.99 

MYTH 17.99 

NICK FALOO'S GOLF 22.99 

NIGEL MAN SELL WORLD CHAMPION TBA 

NOVA 9 23.99 

OPERATION STEALTH 17.49 

OUTRUN EUROPA 17749 

PAPERBOY 2 17.99 

PEGASUS. ™»_ 17.49 

PGA PLUS Z 22.99 

PGA GOLF DATA DISK 12.99 

PITf IGHTEH , 17.49 

PLAN 9 FROM OUTER SPACE - 22.99 

PL0TT1NGS 17.49 

POOLS OF DARKNESS - 22.99 

POPULOUS II „ 2099 

POPULOUS/SIM CITY 20.99 

PREMIERE _ 22 99 

PLAYER MANAGER „ 13.99 

PUSHOVER „ 17.99 

RAILROAD TYCOON 24.99 



REALMS 
RED BARON 

RED ZONE - 

RISKY WOODS 
ROBOCOD 

ROBOCOP III 

ROBIN HOOD 

RODLAND _ . 

ROLUN RONNY. 

RUBICON 

RUGBY WORLD CUP 

SENSIBLE SOCCER _ 

SHADOEW OF THE BEAST 2 ... 
SILENT SERVICE 
SIMANT 



SIMPSONS, 

SHUTTLE 

SPACE ACE2 . 
SPACE 1889.. 

SPACE CRUSADE 

SPACE GUN _ 

SPACE QUEST IV 

SPECIAL FORCES .... 

STEEL EMPIRE 

STRIKER 

SUPER SPACE INVADERS 

SUPER TETRIS -.™™~ 

SUSPICIOUS CARGO „ 

TEAM YANKEE 

TEAM YANKEE II ™_ 

TENNISCUP2 _ 

TERMINATOR II 

THE CARL LEWIS CHALLENGE 

THE COOL CROC TWINS-.. 

THE MANAGER 

THE PERFECT GENERAL . 

THEIR FINFEST HOUR 

THUNDERHAWK AH-73M 

TIP OFF. „ 

TITUS THE FOX 

ULTIMA VI „.., 

UNDERPRESSURE 

UTOPIA - - 

VIDEO KID 

VIKINGS _ 

VROOM 

WILLY BEAMISH 

WIZZKIO „ 

W W F WRESTLING 

ZOOL 



BUDGET 



AFTERBURNER 
ARKANOID 2 

BARBARIAN 

BATMAN THE MOVIE 

BUBBLE BOBBLE 

CARRIER COMMAND , „ 

CHASE HQ _ „ 

CHUCWE EGG Z.,—™ 

CYBCRBALL 

DOUBLE DRAGON 

F16 COMBAT PILOT ^- m 

GHOSTBUSTERS 2 

HITCH HIKERS GUIDE - 

HUNT FOR REO OCTOBER 

JET SET WILLY 

K 02 RETURN TO EUROPE 

PAPERBOY .. 

SWITCHBLADE 

WACKV RACES __ 



20 99 
23 99 
.17 99 
.17 99 
17 49 
.1799 
1799 
1749 
.17.49 
.17.99 
.17.49 
.17.99 
.17.99 
.23 99 
.23.99 
.1749 
23.99 
25 99 
.19.99 
.1799 
17 49 
25 99 
22 99 
17 99 
17 99 
20 99 

22 99 
17 49 
19 99 

23 99 
17 99 
17 99 
17 99 
17 99 
22 49 
22 99 
19.99 
21.99 
17 99 
.17.99 
.20 99 
.17 99 
.20.99 
.17.99 
.17 99 
1799 
.21.99 
17.99 
.17.49 
17 99 



.699 
699 
699 
6.99 
6.99 
699 
699 
8 99 

.6.99 
799 
999 
6.99 
899 
.799 
799 
B 99 

.699 
699 
6 99 



COMPILATIONS 



4 WHEEL DRIVE 

TEAM SUZUKI. COMB1 RACER. 
GT FOLK RALLY, LOTUS 
TURBO CHALLENGE 
£17.99 



2 HOT 2 HANDLE 

GOLDEN AXE, 
TOTAL RECALL, SHADOW 
WARRIOR, SUPER OFF ROAD RACER 
£17.99 



POWER PACK 

XENON 2, LOMBARD RALLY, 
TV SPORTS FOOTBAJ1. 
BLOODWYCH 
£17.99 



HOLLYWOOD 
COLLECTION 

ROBOCOP, GHOSTBUSTERS 
II. INDIANA JONES, BATMAN 
£17.99 



MAGNUM 

AFTERBURNER. DOUBLE DRAGON 
OPERATION WOLF. BATMAN 
CAPED CRUSADER 

£17.99 



DIZZY COLLECTION 

FAST FOOD, QUICK SNAX . 
MA01CLAND DIZZY, FANTASY 
WORLD, TREASURE ISLAND DIZZY 

£17.99 



ACCESSORIES 

1/? MEG UPGRAOE t CLOCK 24 99 
AMIGA 4 PLAYER ADAPTOR 7 99 

40 LOCKABLE DISK BOX 6 99 

100 IOCKABLE DISK BOX 9 99 

BOX 10 BULK DISK 699 

BOX 10 SOW DISK 999 

OUICKSHOT PYTHON 1 10 99 

OUtCKSHOT MAVERICK 14 99 

ouickjoy jet fighter _...i 3 99 

OUICKJOY TOPS TAR 20 99 

COMP PRO WOO EXTRA CLEAR 13 99 

NAVIGATOR 13 99 

ZIPSTICK ..... _...13 99 



COMPUTER TITLES 

P/P 75p Per Hem. 3 games or more 50p Per Item 


PRICE 


















TOTAL AMOUNT ENCLOSED 





Name Date 

Address 



Postcode Tel 



DAVID UPCHURCH 
I It's not all work, work, 
I work at The One's 
I offices, you know, 
I especially for our Dave. 
I No sooner had he arrived 
4j I back from two weeks in 
the south of Spain 
. | ^ basting in the hot sun 

1 than he was away to see 
f his sister, who's just 
given birth to a little 
baby girl called Laurie. 
Aaaaah! The big blubbery blubber was so moved by 
the experience that he's now talking about a doing 
pull-out babycare supplement to replace Kill Zone... 
Only joking! 

Or is he? 



| GARY WHITTA 

I Being subjected to the 

I sheer mind-boggling 

|f -\ ■ I excellence that is Elite 2 
m . I I (oi three monthi in a 

wk ^H^^| I row hat finally taken 

I toll on poor of Gaz. He's 

Wllllii^hlm^k now comple,ely whi,c 
'\IIiIIIIuIIIIIum$ hal,ed h,s eyes are 

7//ifl/lllll//w DU,e ' nB and tish ' Ukv and 

$lllfllliniwf'*N hes even devel °P ed a 
idivWiilntW ^ Un - Nobod y knowi how 

he did it, but he claims it 
happened when he flew a bit too close to a sun in 
the game. He's currently being confined to sick bay, 
pending a psychiatric examination. 



| SIMON BYRON 
I A fresh face on The 
I One's team, Simon hails 
■ fl I from sunny 

I Bournemouth, jewel of 
- M I the south coast. And 
k_ I what a start to his career 

^ \ ^ I in the exciting and 

I glamorous world of 
software - in his first 
V month he's already been 
™ responsible for 

reviewing top stuff like 
Zool and The Aquatic Games. We throw 'em in at 
the deep end here, you know. Having got to know 
Dave and Gaz a little better, rumour is that he's 
already started to dig an escape tunnel. 



ROB CARTER 

Is it some sort of disease? Rob seemed like such a 
nice young man, but as soon as he parked his butt 
in the designer's chair the curse of Willis struck 
again. Rob at work is like that advert for Bacardi, 
where everyone sits around on the beach or in the 
bar, and Nicholas Ball's relaxing voice sends Us all 
into a deep slumber... But remember, its only 'If...' 
(By the way, there will be a piccy of Rob next 
month, girls.) / 



REVIEWS 



52 Putty 

56 Match Of The Day 

58 The Humans 

60 Archer Maclean's Pool 

63 The Aquatic Games 

68 Shuttle 

70 Lotus III 

72 Nova 9 

74 Fireforce 

76 Troddlers 

79 Zool 



(System 3) 

(Zeppelin) 

(Mirage) 

(Virgin Games) 

(Millennium) 

(Virgin Games) 

(Gremlin) 

(Sierra) 

(I.C.E.) 

(Storm) 

(Gremlin) 



THE SCORES 

All elements of our games are rated out of a possible 
maximum score of a hundred. But what do the scores actually 



mean? 




0-25 


Rubbish. Offensively low quality. 


26-49 


Below average. Not acceptable by today's 




standards. 


50-60 


Above average. But still plenty of room for 




improvement. 


61-70 


Fair to good. Lots of nice points, but in no 




way perfect. 


70-80 


Pretty smart. Above accepted standards. 


81-90 


Extremely good. Top notch impressiveness. 


90+ 


Simply excellent. Breathtaking. 



THE OVERALL SCORE 

Obviously, at the end of the day, when all is said and done, 
the Overall figure is the best gauge as to whether the game is 
any good or not. While representative of the elements, it is 
not an average of the other scores. That's why it isn't called 
THE AVERAGE. 



_ 







David Upchurch loses his last vestiges of 
sanity as he discovers how System 3's 
super-stretchy plastic pal shapes up 




While its drastically- trun- 
cated title. System 3's / 
latest release may no 
longer be 'Silly' by name it 
most certainly is by 
nature. Along with 
Wizkid this has to 
be one of the most 
screwy games of 
recent years. And 
while it's not as 
seriously nuts as 
Sensible Soft- 
ware's Wizball 
sequel, it's certainly 
daft enough to help 
sustain England's repu- 
tation abroad as the home 
of the eccentric for a few more years 
yet. 

The plotty... er... plot goes some- 
thing like this: the nasty wizard Daz- 
zledaze. aided and abetted by his 
mangy cat Dweezil. has managed to 
seize control of Putty Moon. There's 
only one thing with the guts to 
oppose the wiz and that's the hero- 
ic Putty, a tiny creature capable of 
incredible shape-shifting feats 
thanks to its strange plasticine-like 
body. Dazzledaze. in fear of the 
brave little blob (Lord knows why), 
banishes him to the planet Zid, well 
out of his way. 
Or so he thinks. With the aid of 
some friendly robots Putty has 




built a giant tower 
^ ^M~W back to the Moon. 
| lk Unfortunately, 

these construction 

^^^^^M robots are 

' powered, and 
while they're per- 
fectly happy dur- 
ing the day at 
| night they have a 
| tendency to go 
' mad, trundling 
about wildly and 
trying to commit 
suicide by jumping 
ofHhe tower's girders 
and platforms. Naturally, 
Putty feels duty bound to 
help save his metallic mates. But Daz- 
zledaze has caught wind of Putty's 
tower-building scheme and has dis- 
patched Dweeztl and his nastiest 
minions to stop him,.. 

What this all boils down to is 
some hectic platform action as Putty 
rushes around eighteen vertically- 
scrolling levels, trying to shepherd 
the robots to safety while avoiding 
the attentions of Dazzledaze's hench- 
men. But that one-line synopsis seri- 
ously undersells the game's appeal; 
with its bizarre and highly-flexible 
main character Putty is one of the 
most original ■ and amusing - game 
concepts to have appeared in a long 
time. As you are about to find out... 



Every blow from a baddy reduces Putty's 'Pliability' 
and if it reaches lero then Putty loses a life. However, 
food left behind by biffed baddies can be absorbed to 
top it back up again. Occasionally a baby is left behind 
Instead of food and these should be sucked up as soon 
as possible because of their massive points potential. 
Take too long over it, though, and the baby explodes 
(!), causing Dweeiil to poke his scabby head out 
through the background and taunt you with a cry of 
"Juuuust missed itl Ha-ha-ha-haal". Don't worry - you 
get to sort him out later... 




-jf 



Bonuses can be found all over the place, usually hidden 
away in the bizarre and gaudy backdrops. If you have 
the time, it's worth poking a stretched out eye into any 
interesting nooks and crannies just in case there's 
something lurking there. The bonuses range from the 
boring (points, etc) to the useful (arrows which whiz 
instantly to the top or bottom of the screen, limited 
invincibility, etc) to the plain silly. Here, for example. 
Putty has Just plckad up the 'Uncle Ted's Organ' icon, 
resulting in the appearance of Ted at his Hammond who 
bashes out an Infectiously catchy melody which has all 
the baddies dancing, allowing you to carry on with 
your robot-rescuing task unnoticed. 



E V I E W 
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TOWER TOUR 

Please form an orderly queue, 
ladies and gentleman. The grand 
glass elevator tour of Putty Tower 
will be commencing in a few 
moments... 




Strangely. Putty's adventures commence on Putty Moon 
rather than ending on there, as you might suspect, and 
detail the escapades leading up to Putty's eviction to 
2d. These simple levels are a dawdle compared to the 
nightmarish chaos later on, and act as a sort of 'train- 
ing camp' for plasticine blobs. 
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Putty is nothing if not versatile. As well as being able to 
shuffle left and right, he can jump, punch, stretch (for 
reaching distant platforms and ledges and also for spy- 
ing out possible bonus hideaways), explode (to clear 
the screen of nasties) and even drop coffee cups (to 
stop the robots for a few moments). However, Putty's 
most versatile skill is being able to squash flat into a 
puddle, so that he can absorb bonuses and certain bad- 
dies. Best of all, Putty-as-a-puddle is invulnerable to 
enemy attack. If you think all this implies fiddly joystick 
manoeuvring then you'd be wrong • Putty boasts some 
of the best thought-out character control I've ever seen. 




On the early levels the elusive robots are conveniently 
frozen in massive blocks of ice. A thump from Putty's 
fist smashes the block and releases the droid, ready for 
absorption. As the game progresses the robots are free 
to roam all over the shop, making the task of catching 
them far tougher. Fortunately Putty can drop cups of 
piping-hot coffee, which the caffeine-addicted robots 
will pause to drink if they come across them. 



In the glare of the desert sun. 
Putty faces his first real chal- 
lenge. Hideous bogey- picking 
snot goblins, gob-spitting 
phlegm masters and other mis- 
creants simply too terrible to 
mention roam the sandy walk- 
ways, all aiming to make 
Putty's life a misery. Beware 
the rambling baked beans - if 
you absorb one by mistake 
then you'll be 'Gone With The 
Wind'... 



Exhibiting definite graphic influ- 
ences from the film "Bladerun- 
ner'. this world's nasties are 
enough to give even the biggest 
technophile nightmares. I won- 
der if Thomas Edison ever 
thought that his invention, the 
lightbulb, would ever appear as 
a game nasty? Probably not. 
Run past the joystick carefully • 
if you touch it while the nearby 
TV screen is playing Space 
Invaders then the alien ships 
will leap off the screen and 
attack you. 

A rather obvious choice of 
graphics style, given System 3's 
Last Ninja series. If ever there 
was a place where size is not 
important then this is it, 
because the most dangerous 
nasties of all on these levels are 
the tiny little blokes carrying 
rockets which they'll happily 
fire at you. Of course, if you're 
quick you can absorb them and 
do the same back. Also keep an 
eye out for the Fat Samurai. 



As is often the case in platform 
games the cutest enemies are 
the deadliest, and Putty is no 
exception. Perils include out of 
control steam trains (manned 
by gommy train-spotter types), 
lethal goosestepping tin 
soldiers and maniac Noddy 
look-alikes. Particularly nasty 
are the sweet little teddy bears 
- curl up in bed with one of 
them and you'd never see the 
dawn. 



Putty's Hearing the end of his 
quest now (see the lights of the 
city far below) and Dweezil the 
cat's presence increases. In his 
nifty flying saucer Dweezil tire- 
lessly pursues Putty and fires 
deadly mini-saucers at him if he 
stops to catch his breath too 
long. The One's tip is "Keep 
moving". But there is a secret 
way to defeat the cantankerous 
kitty • can you find it? 
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Although the game 
constantly keeps the 
player on his toes by 
introducing new and 
varied challenges, the 
main thrust of the 
gameplay remains the 
same whatever level 
you're on. i.e. get the 
robots to the safety of 
the exit. Putty does 
this by simply absorb- 
ing his bionic buddies 
and carrying them 
around inside his bul- 
bous body. However, 
Putty can only 'hold' 
one robot at a time 
and, to make matters 
worse, if Putty suffers 
four 'hits' from the 
baddies the robot 
Inside him is 
destroyed. Certain 
power up* increase 
Putty's robot -carrying 
capacity to four. 



If things are getting a 
little too crowded 
Putty can clear the air 
(and the screen) by 
exploding. A few wag- 
gles of the joystick 
pumps Putty up until 
pop goes the prover- 
bial weasel, blasting 
any nearby baddies to 
kingdom come. The 
downside of this pro- 
cess is that it uses up a 
large chunk of Putty's 
energy (or 'Pliability', 
as System 3 call it). 



! 



ty not enjoy 
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Pliability. 



REVIEW 




Although enemy attacks wearing 
away Putty's Pliability can cause 
death, in the early levels its the 
strict time limit which is more likely 
to cause the player's downfall. 
Cleverly the time limit is increased 
every time a robot is deposited safe- 
ly at the exit point, making for lots 
of nail-biting excitement as you 
struggle to get a robot home just in 
the nick of time. 




Although most of Dazcledace's min- 
ions are best dealt with by a quick 
sock to the jaw or clonk on the head 
from Putty's blubbery bot. some are 
better off being absorbed. You see. 
Putty has the bixarre ability to meta- 
morphose into any of the nasties 
he's sucked up. And not only does 
he take on the meany's appearance, 
he also gains its skills or powers. 
Here, for example. Putty has 
absorbed a clockwork orange and is 
engaged in a deadly pip-spitting 
contest with a mirror-image foe. 
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THj^VERDICTl 

With so many software companies 
taking a by-the-numbers approach 
to game design, playing It safe and 
shying away from radical or innova- 
tive features in case it harms the 
game's chances of eventual release 
onto the bland console market, 
System 3 deserve praise for a game 
that tries - and succeeds - In doing 
things a little differently. Sure, its 
roots are firmly in the platform 
genre but the unique capabilities of 
the game's hero elevate it far above 
the average 'run and jump' offering. 
That System 3's programmers have 
been able to pack so much versatili- 
ty Into Putty yet still make him rela- 
tively easy to control is a miracle. 
Admittedly it does take time to time 
to learn and get to grips with 
Putty's various contortions but as 
they're what make the game fun 
and worthwhile to play It's time 
well spent. Occasionally, especially 
when you're starting out, you can 
find yourself mistakenly doing one 
thing when you intended to do 
something totally different but 
that's an inevitable by-product of 
such a versatile hero and such occur- 1 
rences are, to be fair, rare. As the 
player progresses through the levels 
so the demands on the player's skill 
increase but It's a gradual process; 
the difficulty Is slowly cranked up 
one notch at a time and new 
features are gently introduced so 
player frustration, even though this can be a very tough 
game later on, fs rare. Graphically Putty Is a delight, 
though if I have a grumble it's that the busy, gaudily- 
coloured backdrops make Putty hard to pick out at times 
Sound, on the other hand, I've got no complaints about - 
indeed, I'd go so far as to say that Putty's got some of 
the best sound I've ever heard. From the brilliant title- 
screen musk to the hilarious in-game sampled sound 
effects it's flawlessly superb. As long as you're not 
scared of putting in a bit of effort at the start then Putty 
should be right up your alley. What I want to know is 
fhen will Uncle Ted get his own game...? 
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REVIEW 



MATCH 

OF THE 

DAY 



Errrrr... Quite 
remarkable. Appar- 
ently Zeppelin 
have written a 
footy management 
game around its 
Match of the Day 
licence. David 
Upchurch, what 
happened next? 





At last it's Match Day. and you can 
settle down with a cup of tea to 
watch Oes and Jimmy as they pre- 
sent the match highlights (which 
always, strangely, seem to be from 
the match you've participated In) 
This is all quite amusing, especially 
the Thunderbirds'-like way that the 
presenters' bottom lips move to 
indicate they're speaking. 

In an average day you can visit the 
physio and the trainer (shown here) 
to check out and shake up the 
team's fitness and performance, 
making deals to buy new players, 
meet with the club's fans to find out 
the popularity of the players in the 
team and get reports from the scout 
to find out who's available on the 
transfer market. 



it's a funny old genre. The footy 
I management one. that is. Let's 
I face it. you'd think the only really 
exciting thing about football is the 
bit where twenty-two blokes kick 
around a leather ball for an hour and 
a half on Saturday afternoon, not the 
bit where some lone suit sits in a 
backroom juggling figures and hiring 
n' firing during the rest of the week. 
But not so. 

These games are amazingly popu- 
lar. And, when you actually sit down 
and play one, it's actually easy to see 
why. There's something very appeal- 
ing about having absolute power 
over a whole club. And seeing it 
slowly move up through the divi- 
sions thanks to your decisions is as 
rewarding as defeating some tough 
end-of-level guardian any day of the 
week. 

But it's a crowded market. Recent 
additions to the genre include US 
Gold's The Manager and Domark's 
Championship Manager. Employing 
an easy-to-use. point-n'-click. icon- 
driven player interface. Match of the 
Day is slightly friendlier than most 
footy management games, but 
other than that does it really 
offer anything new? 
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To help you spend your time 
between matches wisely you're pro- 
vided with this handy personal 
organiser. Each day is divided up 
Into five appointment 'slots' which 
can be filled by dragging icons from 
the panel on the right of the screen 
into the empty squares. Clicking on 
the arrow at the side of the organis- 
er advances you through the 
appointments one at a time. The 
double arrows are used to flick 
through the organiser quickly, 
allowing you to preview forthcom- 
ing appointments or review past 
decisions at leisure. 



ie match highlights «r* • bit dull, it has to 
Mid. The action's slow, the pitch 'flick' 
:rolls instead of smoothly panning to tol- 
>w the action and the sound effects consist 
lolely of a few feeble thumping noises when 
the ball's kicked and a brief swelling crowd 
roar when a goal is scored. Fortunately the 
highlights can be turned off when you gel 
bored of them. 



irvr 




Not bad, Brian. The Intro sequence Is 
much tike the TV show's, with a mon- 
tage of footy Images (floodlights com- 
ing on, punters filing through the 
turnstiles, players running out of the 
tunnel, etc) and a cheesy 'Chas and 
Oave'-ish knees-up rendition of the 
famous theme tune warbling away in 
the background setting the mood 
nicely. (By the way, best enjoy the 
music while you can as, a few unim- 
pressive sound effects during the 
match highlights apart, this is the only 
sound you'll hear throughout the 
game.) The player Interface is 
inspired, allowing quick and easy deci- 
sions making. One annoying aspect, 
though, Is the way that when you 
move your pointer over a possible 

menu selection the selection Isn't highlighted - It's not a 
big problem but it niggles. In terms of graphics Match fails 
to impress - the cartoonish portraits of your various 
personnel are poor verging on the crude and the game 
highlights are slow and unexciting, surely the exact oppo- 
site of what they should be. The downside of this gaudy 
presentation and simple player Interface is that Match 
seems as though it lacks real depth and, as it happens, thii 
gut feeling is borne out during the game - Match doesn't 
have half the options of, say, US Cold's The Manager. 
Match of the Day would make a good choke if you're net 
to the world of footy management games and looking for 
n gentle introduction, otherwise it's likely to leave you 
issatisfied. 




13»20DD BANKING STARTS HEREV 




Aged 13-20?TbJsisforyou 

Opening your flrsi bank account should l>c 
exciting - and rewarding. Thai's why 
NatWest designed Card Plus. 
How's £30 of vouchers for starters? 
To kick off with, if you're aged 13-20 and 
you open a Card Plus account between 
1 July and 15 October 1992, we'll give you 
a free HMV voucher worth £»• to spend 
on any record, CD, cassette, video or 
goods you choose - plus a £22" voucher 
book for money off 

We'll pay you! 
Not only Is a Card Plus account free of all 
!>ank chargest (these include cheques and 
cash withdrawals), it also pays you interest 
on ever. 1 penny you deposit. Even direct 
debits and standing orders arc free, and 



very handy if you need to pay regular 
subscriptions. 

What about the plastic? 

You'll want to be sure you can get cash 24 
hours a day so we'll give you a Cas heard 
which lets you get your money out of a 
vast network of cash machines - any time. 
Those of you aged 16 or over can apply 
for a chequebook and Servicecard, which 
will make it easier to pay for those major 
purchases. 

Free Account Pack 

We'll also give you a statement folder, 
chequebook cover and card wallet to help 
you keep thing* in order. 

Sound Financial Advice 

If you need help with any financial matter 
you'll find friendly, helpful stiff to grvc you 
advice at every NatWcst branch 



APPLY NOW! 
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Overdrafts arc not permitted on Card Plus so 
you must make sure that vou keep some 
money in your account at all times. 

How to open a Card Plus account 

The wxHier you open vour Card Plus 
account, the sooner it can sun working for 
you. (And, of course, the minute you receive 
your account pack, you'll get your FREE 
HMV vouchers!* Simply fill in the coupon 
and take It, together with some form of 
identification (such as a passport or birth 
certificate) to your nearest branch of 
NatWest. or call as FREE on (1800 200 4(H) for 
more information and an application form. 
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Phone FREE NOW-' 
0800 200 400 i— — " 
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If you would like to open a NaiWcsi Card Plus account, lake this coupon to your oca rex NatWrsi branch. 

Name — Furvrumi-s 



Address. 
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Accounts must be opened by 15th October 1992. 



& National Westminster Bank 

Were here to make life easier 
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THE HUMANS 




Simon Byron, the 
Charles Darwin of 
Game Reviewers, 
journeys back in 
time to find out first 
hand just how we 
came to be 



Evolution is a strange thing, isn't 
it? All those years ago. the 
seeds of our 20th Century soci- 
ety were formed by a bunch of 
Neanderthal blokes mulling around 
trying to invent things and better 
themselves spiritually. If only some- 
one would produce a game based 
around that very scenario... 

Now wait a minute, this is a turn- 
up for the books! Mirage's long- 




awaited The Humans offers you - 
yes. you! - the chance to take charge 
of those primitive beings and evolve 
them into the species we know and 
ove. 

Starting on Level One (which is as 
good a place to start as any, I sup- 
pose) the player is offered control 
over a group of moronic hairy 
layabouts and the task of guiding 
them through various puzzle-ish sit- 
uations to the level exit. Although, 
at first, the Humans can only walk, 
collect and 'support' (which involves 
standing erect with arms upraised, 
allowing other beings to climb onto 
their shoulders and access higher 
platforms), as the player progresses 
through the eighty levels important 
new artifacts are introduced which 
all help the Humans in their slow but 
steady climb up the evolutionary 
ladder. 

The majority of the game 
revolves around how best to 
use these various inventions to 
help the Humans get 
around the land- 
scapes, which boils 
down to a lot of 
Human reposition- 
ing and item pass- 
ing to overcome the 
lads' physical short- 
comings. The landscape 
is not all passive, though, 
with meaty-looking 
dinosaurs and cute 
pterodactyls making 
their presence felt. 
Whilst the Tyran- 
nosaurus Rex should 
be avoided, the scaly 
birds will quite happi- 
ly let you jump on and off 
their backs whenever you feel 
like it, making seemingly inac- 
cessible platforms easy to 
reach. 



The earliest trick 
Th« Humans are 
capable of is build- 
ing this tower of 
flesh and blood. By 
guiding the right 
amount of Humans 
on top of each 
other it Is possible 
to for any extra 
men to climb up 
and continue across 
the levels, perhaps 
to rescue that 
trapped prisoner up 
there. 




The old saying 'Don't play with fire' certainly holds true here. The bush Is 
obstructing progress so obviously it deserves a quick torching session. That 
black object to the left of the fint-carrying human is one of our men who 
got just a little too close for comfort and is now left with a promising 
career In the coal industry. 







i Above, lop to bottom) The four 
■najor inventions are Spear. Fire, the 
Wheel and Rope. Each can be used to 
The Humans' advantages. Spears can 
be used to pole vault across gaps 
and also as a monster-frightening 
weapon, Fire Is used to burn ob- 
structing bushes and to frighten off 
threatening foes, the Rope is just the 
ticket for ascending/descending onto 
other platforms and the Wheel 
Allows our stupid chums to 'wheely' 
•cross large expanses. 



These are excellent! It's worth hang- 
ing around on the High-Score screen 
just to wait until the band get into 
fifth gear. All the musicians play In 
time to the music but best of all Is 
the vocalist who actually sings along 
(sort of) In a scat style. Poptabulousl 

(Below) These dinosaurs patrol vari- 
ous platforms throughout the game. 
If you leave a Human hanging 
around for too long he'll be snapped 
up like a hamburger, never to be 
seen again. 



£25.99 Out Now 
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MEMORY DISKS 

512K 3 



(Above) I'd like you to meet a very 
good friend of mine. Mr Shamen 
who, even though he has loads of 
LSI, cannot tarry any objects. He can 
however perform some amazing 
spells so just decide which member 
of your tribe to sacrifice and let the 
Witchdoctor do his stuff, transform- 
ing the unfortunate Human Into any 
of the previously-discovered inven- 
tions. 



(Right) This Is an example of one of 
the many animations that pop up 
during the game. We've just rescued 
the Queen and so are justly reward- 
ed with this scene depicting a bit of 
pretty brilliant snogging. It's worth 
knowing that this sequence will 
cycle through until you press the 
FIRE button, so you can watch it as 
many times as you like... Phwoar! 
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The Humans smacks of class and 
humour. From the groovy animations 
illustrating key points in the game to 
the hilarious caveman band that 
appears on the high-score table, 
you'll be smiling broadly during play. 
The overall presentation is good, 
although the end-of-game 
sequence becomes a chore to sit 
through after the first few goes. 
The introductory levels are nicely 
crafted and once they've done 
their job of training up the player 
they can be skipped thanks to 
the customary password system. 
Control over the Humans Is sim- 
plicity itself and in no time at all 
the player will be swapping 
between cavemen and perform- 
ing all the feats necessary to 
solve the problems with no trou- 
ble. As a puzzle game it stands 
up quite well and although com- 
parisons have already been made 
between this and Lemmings the 
two games have hardly anything 
in common at all. The Humans Is far 

less frantic than either that or the more-recent Troddlers. 
The game's only major flaw is that once all the inventions 
have been discovered the game never really seems to 'go' 
anywhere. Whilst fresh objectives are added in later levels 
(such as rescuing the Queen and saving prisoners), it all 
tends to feel like just more of the same. Of course, this can 
be said about any game but, at the end of the day, just how 
much object shuffling and people moving can the average 
punter take? I really don't want to carp on as overall The 
Humans Is well-crafted and highly enjoyable, but it's 
definitely a thinking man's puzzler and anyons expecting 
nail-bftlng action Is going to be disappointed. 
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Cue Scott Joplin Pool-playing type piano musicl Yes, the follow-up 
to Jimmy White's Whirlwind Snooker is here! But do less balls and 
less rules equal more entertainment? Gary Whitta finds out... 






The numbered balls in the American 
9-ball game look pretty, but the 
numbers themselves are a bit odd. 
They stay the same site no matter 
how far out you zoom, so you can 
always Identify which Is which from 
any range ■ fair enough. But it is a 
bit of a shame that the numbers 
don't move when the balls do • 
apparently It would have been far 
too tricky to actually make the num- 
bers rotate accurately, but the 
result does give rather a disconcert- 
ing impression of the balls sliding 
across the table rather than rolling. 
Harumph. 




1 



When most programmers 
do a sequel to a popular 
game, they normally lend 
to attempt something bigger and 
more elaborate - but not our 
Archer. Oh, no. The creator of the 
amazingly successful Jimmy 
White's Whirlwind Snooker has. in 
a sense, taken a step backwards 
for the follow-up by using his 
same winning 3D techniques to 
simulate Snooker's baby brother 
Pool. It's a more simplistic game 
with larger pockets, a smaller 
table, less balls, less rules and. on 
the whole, a lot less faffing about - 
which should, so the theory goes, 
be a hit with those who found 
JWWS to be too drawn-out and 
daunting. And of course, there's 
the ever-lucrative American market 
to consider... 

As was the case in the original 
game, there's really not that much 
to explain here - if you know what 
Pool is, you don't need to be told 
a great deal else to get an idea 
of what this is like, apart from 



the mechanics of the thing. Offering 
three variants on the popular back- 
room game. Pool uses exactly the 
same graphics engine and user inter- 
face as JWWS - hence you're forgiv- 



en for any sense of 'deja vu' you 
may experience from looking at the 
screenshots. But of course it's the 
subtle changes that make the dif- 
ference... 




Players can elect to play by two sets 
of American rules (8-ball and 9-ball) 
or the more familiar B-ball UK game. 
Both B-ball games use the red and 
yellows that most Pool players are 
familiar with, while the 9-ball game 
has Individually coloured, numbered 
balls. The options allow you to con- 
figure matches played over the best 
3, 5. 7 or 9 games, or sat up a tour- 
nament with up to 8 human or com- 
puter controlled players. 



There are twenty computer 
opponents to contend with, each 
with a name giving some vague clue 
to their playing ability - but then it 
doesn't take a genius to figure out 
that Cross-Eyed Chris Is rubbish and 
Jimmy Brill is a bit of a dab hand 
with the cue. In a tournament where 
less than eight humans take part, 
the remaining slots are filled by 
players from here. 



Unlike Snooker, Pool has no actual 
concept of score beyond who wins 
and who loses. So. to appease those 
statistic-hungry players, there's a 
'Rankometer' display, which awards 
each player a percentage score 
based on their performance, as well 
as data on number of fouls, balls 
potted, etc. A handy way of settling 
arguments over who was the best 
really. 
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The computer Intelligence has been souped up a touch to deal with the dif- 
ferent tactics that a game like Pool requires - it's not quite smart enough to 
leave balls obstructing pockets, but it can pull off nifty three-ball cannons, 
it was quite worrying when even Cross-Eyed Chris, supposedly the game's 
worst player, cleared the table on his first visit! 




jWWS's Trick Shot editor has been transported directly into Pool, so players 
can practice to their heart's content, as welt as setting up clever shots to 
impress their mates. 



The first thing 
Snooker play- 
ers realise 
when playing 
Pool is that 
the table 
seems about 
the size of a 
matchbox 
compared to 
the green- 
baiie waste- 
land that was 
JWWS's play 

area. For players who find Snooker simply too hard (myself included), this, 
combined with the larger pockets, makes life a lot less frustrating, as pot- 
ting balls Is so much easier. With a good player, an average frame could be 
over in just a couple of minutes. Put a couple of dorks like Editor Dave and 
Designer Rob on there however, and you could be hanging around all night 
while the balls ricochet wildly around the cushions... 
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When Jimmy White's Whirlwind 
Snooker was released, the magazines 
united to give its behind a big wet 
kiss • and rightly so. But since those 
heady days, I have to admit I really 
haven't been that bothered to play it 
much. Sure, it's a superb simulation 
of Snooker but it never got me that 
hot under the collar, and playing 
even a single frame of JWWS soon 
got to seem too much like hard 
work. Pool Is a big step in the right 
direction, basing the same excellent 
graphic engine and player interface 
around a green-baize game that is so 
much more suited to computer adap- 
tation. Pool Is simpler, more compact 
and, on Amiga, infinitely more acces- 
sible and enjoyable than Snooker's 
convoluted rules ever allowed It to 
be. Like all the best sport 
simulations, the only limitations that 
Pool has are the same as the real 
game's ■ after a while it can get 
repetitive, and this is really the one 
aspect where the more Involving 
JWWS scores points over its simpler 
sequel. The three sets of rules add 
nicely to the game's longevity, 
though, and as long as you've got a 
pal to play against there's 
V little chance of the 
^ game's appeal waning for 
^ quite a while. Ultimately, 
though, it's a matter of 
horses for courses. Those 

who really got into Jimmy White's may find Pool 
too limited for their tastes but, on the other 
hand. If you found Snooker just a little too daunting to real- 
ly get into. Pool Is undoubtedly the game for you. If forced 
to make a choice, my own personal preference would be 
Pool, if only because it's a lot more fun than Snooker, peri- 
od. And I get the feeling that over the next couple of 
months, the game's Inevitable chart success will prove that a 
lot of people feel the same way. 
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Top of page and Three to Right) 
T he 100m Splash is exactly the type 
of event you'd expect to find in a 

sorts game - a fast-n'-furious joy- 
stick waggler. It's a race between F- 
'ortesque Frog and our favourite 
hy friend James Pond across a 100- 

■ -.'tie-wide (of course) body of 
•water. If James manages to jump the 
bird floating across the water he can 

:* given a lift for part of the race 

- thout the player having to waggle 
--he stick at all. Nice. 




The fish world's premier sporting attraction are just 
about to begin. We sent the strangely salmony-smelling 
Simon Byron down to sea what all the fuss is about 



Right, before we start. I'd like to 
make it perfectly clear that I 
will not descend to the depths 
of others and pad this review out 
with cheap and nasty fish-type gags. 
All jokes from now on are contained 
in the actual game and I accept no 
responsibility for any corniness con- 
tained hereafter. You have been 
warned. 

The Aquatic Games are held every 
four years and provide a perfect 
opportunity for top FISH operatives 
to put their fins up, relax and chill 
out. the Aquatics are a type of 
Olympics for sea-life in which the 
best athletes compete against each 
other in a series of 'sports' with 
the hope of winning one of the 
traditional three medals. Most of 




these events are loosely based on an 
actual 'human' event, although 
more obscure 'sports' such as Kip- 
per Watching and Shell Shooting 
must be completed as well. 

In the single-player mode, a qual- 
ifying standard is set which must be 
achieved to allow continuation in 
The Games. Team-mode (in which 
up to four players can participate) 




is played slightlyudifferently. with 
each player taking it in turn to take 
a stab at each event. The players are 
in direct competition with each 
other and no matter how hopeless 
some people may be. they will still 
be allowed to play every event right 
through until the final scoreboard is 
displayed. 

Each event also contains a num- 
ber of bonuses which can be col- 
lected to earn extra points. If you 
gain enough bonus points you can 
participate in one of two bonus 
events which wilt, upon successful 
completion, entitle you to a 'bonus 
shield'. The highest score possible is 
eight gold medals and six bonus 
shields so let's take a look at how 
this can be achieved. 
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(Above) Aaaah. the Bouncy Castle. I actually broke my front tooth whilst 
trying to impress my little sisters with my fantastic backward somersaults 
on a bouncy castle (and that's true) so it was with some reluctance that I 
attempted this event. James is back for this one and he needs to prove his 
gymnastic ability by performing a set of six combination moves, six timet 
each. Start by gaining enough height then, once at a suitable altitude. Pond 
can commence his routine. All moves must be completed by the time James 
returns to the bouncy sponge on the floor otherwise he'll fall flat on his 
face and have to build up his height all over again before he can carry on. 
This is one of the harder events but none the-less still very enjoyable. 
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(Above) In this 'sport' the player is 
given control over Cececlia the Seal 
whose friends are trying to have a 
bit of a kip by the sea. The trouble 
is, you see. a bunch of pesky 
tourists keep throwing beach balls 
at the snoozing creatures. Ceceetia 
has to jump at the on-coming balls 
in an effort to steer them away 
from the dozy mammals. If any seal 
is hit once then he'll wake up for a 
short while then, if hit again whilst 
awake, he'll leave. If two seals 
leave, the siesta will be over and the 
event will finish. This proves to be 
an enjoyable event which can 
become quite manic when a mistake 
is made. Plenty of bonus objects are 
available here as well as a nasty 
alarm clock which will, if left 
untouched, wake all the seals 
up. 




(Left) Now this event is really, really hard! The 
objective is to burst all of the balloons hanging 
from the ceiling. The only way that this can be 
done is by jumping on the edge of the limpet's 
shell, thus flicking It up into the air. The spi- 
ralling creature then needs to be caught and 
tossed skywards towards one of the suspended 
balloons. Unfortunately the precision needed to 
flip the limpets (if you land directly on top of 
them they simply get squashed and die) can 
make this event quite frustrating to play. James 
can also be stunned by any limpets that touch 
him from the side and on numerous occasions he 
is 'frozen out' for a couple of seconds, only to 
find that by the time he is able to move again, 
another limpet has already touched him and so 
subsequently he's stunned again. Aaarghl 
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(Above) Freddie Starrflsh (ouch!) needs to feed his fishy friends with their 
favourite sweets. Unfortunately, a bunch of fisherman are angling and the 
stupid fish will remain, mouths open, until they receive something to chew 
on, rope attached or not. Freddie has to fill up his bag with sweats from 
the vending machines at the side of the screen and drop the confectionery 
into the waiting orifices before the anglers catch the fish. If two fish are 
caught the event is over. This sport 'feels' quite similar to the Kipper 
Watching and proves to be very exciting to play, consisting of constant 
rushing around, and real forethought is called for to even qualify, let alone 
obtain a gold medal. Definitely one of the best events. 
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F-fortescue Is back and running In 
the Aquatic Games equivalent of the 
Hurdles and * heyl - guess how you 
do it? That's right, you waggle like 
kerrazy to gain speed and tap the 
FIRE button to send our froggy 
friend leaping over the hurdles. 
Being a more traditional event. Leap 
Frog feels quite dated and linear 
although is still quite fun to play, in 
a limited sort of way 




(Above) The Hop, Skip and Jump event is based around our very own Tripl " 
Jump. Waggle away until the jump line is reach and with a quick press on 
the FIRE button, F-fortescue will hop forth. Continue waggling whilst the 
frog takes out his rope and performs the skipping (7) until the jump angle 
appears and the final sky-bound trajectory of the amphibian can be set. 
Hopefully the penguin judge will confirm whether the final distance is 
enough to qualify for the next event. 




atfl- ✓ 




X 



- 




REVIEW 



* Mi 




Blimey' if you hang around for too long at the start of the 
Hop, Skip and Jump, the penguin official gives you a 'kick- 
start'. The Aquatic Games are blessed with these little touch- 
es throughout all the events, and it is this very fact that 
helps elevate the overall presentation of the product. 




In the 100m Dash James must keep 
on moving not only to win the race, 
but also because there is a real dan- 
ger of sinking if his momentum 
drops. The slowing down affect that 
an entire ocean has could well be 
enough to lose the race. 
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The Aquatic Games continues the 
tradition of the previous two Pond 
games. The graphic style here Is, 
quite simply, excellent and the all 
the cartoon-ish characters are com- 
pletely lovable. (Especially the fluffy 
seals in the Kipper Watching section 
with their wriggling noses and wag- 
gling tails. Ooh, I could take them to 
bed.) I'm impressed with the way 
that Millennium have managed to 
hang stuff around the James Pond 
character and, although the in-game 
puns and jokes are groaningly terri- 
ble, I think that this tackiness is quite 
appealing in the same way that some 
old B" movies are. Although these 
type of games are well out of date 
(let's be honest, joystick wagglers 
went out with the Ark), Millennium 
has tried to inject some life into the 
old game design and has, to some 
extent, succeeded. The weakest 
events are the 100m Splash and the 
Leap Frog but that may be because 
they are overshadowed by the 

Feeding Time and 
the Kipper Watching 
parts. The beauty of 
these two sections is 
that the gamoplay Is 
so simple and the 
control just perfect. 
There has been 

some debate here at The One over this 



A number of game-styles are offered 
from the game selection screen. 
With three practice options - James 
Ponda's Workout (easy), Tuffer 
Training (Normal) and Pirahana 
Practice (hard) - there is plenty of 
opportunity to improve your skills 
before entering the 'main event*. The 
Aquatic Games. Double Trouble, 
Triple Trouts and Fintastic Foursome 
refer to The Aquatic Games with 
either two, three or four players. 



game. Opinions vary - some say that the 
game Is too simple, others that It holds 
together nicely in a well-balanced, fun 
package. Fortunately I belong to the latter camp and 
although some of the events are no more complex than the 
Waggl-O-Mania game we gave away a few months back, I 
think that The Aquatic Games has enough humour and nice 
touches to warrant a purchase by all but the most sophisti- 
cated gamers. 
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52 Lancaster Avenue, Kirk Sandall, 
Doncaster, South Yorkshire. DN3 1NG 

Telephone Office: 0302 880081 

Mobile: 0831 233242 
Opening Hours: Mon - Sun 9am lo 9pm 

No Personal Callers 
Compilallons and many more titles available 
not listed below, ring lor details'! 
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uttle can be 
launched from two sites: 
The Kennedy Space Centre 
in Florida (shown above) or 
the Vandenburg Air Force 
Base in California. Strictly 
speaking there are only 
four landing 'official' 
strips, although there are 
emergency sites all over 
the world, including Spain 
and Africa, should you be 
utterly hopeless and have 
to dunk down somewhere 
sharpish. 
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S*B Inarrton takes t*oc4 ot a froction of a second Mfoc* launch 
after the successful stortir>o of tne itcsn «r>a«>*s. 

About Z eanutes after launch. 4. separation peters fire to separate 
th* SGB* from the ET 

Th* SfiBs continue to rise after separation to n+ariy 220.0O0 feel 
before foiling to around 15,700 feel utter* th* parachutes are 
deployed. The SABt are recovered fro« the Ooeon approxtaatetu 
122 nautical ntfei fro* the launch site. 



Details of various locations on and around the shuttle are 
presented like this. The screpn can then be flicked.through 
like the pages of a book and the contents digested at leisure 
The depth of the program becomes apparent here, with a 
wealth of information and interesting diagrams available, 
enhancing the game's rigorously 'authentic' feel. 



At the start of the game all the set-up options can bt altered 
There are various factual information screens toct, aM a mere 
swish of the mouse away. You can even decide how the 
'Game Time' relates to 'Real Time', so if you want you can 
actually wait over five hours for the Shuttle to be relied out 
onto the launchpad. Hmmm, that'll be fun. 
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Due to the technical knowledge 
i required to fly the Shuttle, us bloody 
j great guys here at The One thought 
j we'd be kind and give you a taster of 

what's to come in your first mission, 
should you decide to accept it. 



This is where you 
start, then, strapped 
to the back of a 
Jumbo, only a few 
hundred feet above 
the test-landing site. 
This shot handily dou- 
bles as an example of 
one of the many 
attractive views avail- 
able from the floating 
camera (which can be 
positioned anywhere 
at all). Prepare your- 
self - in about ten sec- 
onds you'll be on 
your own. Tally Ho! 

Easy-peasy, all this 
flying about lark. This 
is the main control 
panel which must eas- 
ily qualify as the most 
comprehensive I've 
ever seen. The screen 
scrolls when you 
move the mouse so 
everything needed is 
shortly in view. All 
you have to to here is 
turn on the HUD. Now, 
which switch was it...? 
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This message is transmitted from 
Ground Control and is printed out 
on your on-board printer. It contains 
a brief breakdown of what you've 
got to do during the course of your 
mission. Naturally, you'll have to 
work out for yourself when to do 
the elementary things, such as get- 
ting your undercarriage out (ooer. 
etc. etc). 




Right then, it all has to end some- 
where, and it's about time you 'went 
it alone'. Thanks for the lift, mate, I'll 
slip you some petrol money later. I 
should mention that there's quite a 
large amount of disk accessing dur- 
ing actual play, especially when 
scrolling over the controls, and it's a 
point worth bearing in mind, single 
drive owners. 



On to the matter in hand, namely 
getting down to 'terra firma' as 
quickly and as safely as possible. It 
can't be that hard, can it? Blimey, 
it's not as if you're carrying billions 
and billions of dollars-worth of 
state-of-the-art electronic equip- 
ment, is it? Now, where's that 
bloody steering wheel? 



Oooooh! Final approach! This is just 
one of the views from the pilot's 
seat; you can look out of both side 
windows as well as all over the con- 
trol room. No time for that now, 
though, there's not long left until 
touchdown - just make some final 
adjustments and you'll be graduat- 
ing to satellite rescuing in no time. 
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Phewie!! Shuttle really is one huge 
and involving game. Although com- 
ing with a 'Full-On Auto Help' 
option, which supposedly leads you 
by the hand through the myriad of 
controls, the manual reading neces- 
sary to make any kind of progress 
in Shuttle makes memorising the 
entire Encyclopaedia Britannica 
seem like a quick glance through 
the Beano by comparison - It's 
astounding! It strikes me that it 
might have made the simulation 
much more accessible had the real- 
ism content been toned down a 
touch. The manual explains 
everything In detail, from the SPEC 
50 display (?) to RCH/PANEL (???) 
which, whilst adding to the authen- 
ticity, detracts from the game's 
accessibility and payability. This 
level of complexity might be okay 
for pilots who have spent years In 
training, but for mere mortals like 
me it can be a bit of a headache. 
Don't get me wrong - this is a high 
class, top-quality product in every 
way. The research alone must have 
been Immense, with accurate 
descriptions and maps of almost 
everything popping up all over the 
place. The actual implementation is spot-on too and 
the Vektor boys should be congratulated for produc- 
ing a comprehensive, well-designed and mature pro- 
gram. The only aspect of the game that's slightly 
lacking is its frame update rate, but then the type of 
people who'll buy and enjoy this game are hardly 
likely to be interested In fast-moving, slickly-drawn 
visuals. It's a game with much to offer as long as you 
are prepared to persevere (it really does take some 
effort) and it's just the job for those long Wintery 
evenings waiting just around the corner. 
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The final ~ 
part of the 
super-successful 
Lotus trilogy brings together 
the best of both its predecessors for what - in theory, at least - 
should be the ultimate driving experience. But is it enough to 
knock the spots off Jaguar? Over to Gary Vtfhitta at the 
trackside... 



There are those who might 
argue that there's simply no 
need for a third game in the 
ever-popular Lotus series after Lotus 
2 pushed the racing genre to its lim- 
its. And there are those, myself 
included, who believe that the 
sequel was over-ambitious, too big 
for its own good and, ultimately, 
not a patch on the brilliantly-simple 
original. 

So when opinion is so firmly 
divided what do you. as a game 
designer, do when Number 3 rolls 
inevitably around? Do you make it 



bigger and beefier to satisfy the 
Lotus 2 freaks? Or return to the sim- 
ple pleasures of the first game? 

Well, it was obviously too hard a 
decision for developers Magnetic 
Fields to make, because what we've 
got is essentially the previous two 
games rolled into one. Even more 
elaborate than Lotus 2 while restor- 
ing many of the original game's 
nicer ideas, Lotus III is all things to 
all people, but the operative word 
here is MORE - more tracks, more 
cars, more features, more options... 
But is it more fun? 




Lotus I had one, Lotus II had two 
and - you guessed it - Lotus III has 
three cars to choose from. This time 
the familiar Esprit Turbo and Elan SE 
have been complemented by the lat- 
est addition to the Lotus range, the 
M200 concept car. Each car has its 
own speed and acceleration factors, 
but you get the feeling that most 
players choose their vehicle out of 
personal aesthetic preference more 
than technical considerations. The 
M200 is an odd-looking beast and 
actually slower than the other two. 
so why anybody would want it to 
drive it Is beyond us • but it's always 
nice to have the choice, eh? 




Five new track types have sprung up since Lotus 2 - players can race under 
all the familiar conditions along with such Interesting additions as a 
Futuristic world (pictured), including a Turbo Zone' where speeds are boost- 
ed to nearly 300kph and turrets that fire slow-down beams across the road. 
There's also a mildly-annoying windy level, where cars are blown off 
course and risk being hit by tumbling objects. There's also a Roadworks 
track, a Rally course and a treacherous trek through the mountains. 
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The famous Lotus options 
screen is now more com- 
prehensive than ever. 
Responding to criticism of 
Lotus 2. Magnetic Fields 
have restored the original 
game's more popular fea- 
tures that were insensibly 
axed for the sequel. So 
now you've got the best 
of both worlds - races can 
be run as laps around a 
circuit (a la the original) 
or through stages on a 
single winding track (as In 
Lotus 2). There are two race types • you can play Lotus 2's arcade mode 
against the clock or the original game's championship, where players quali- 
fy for the neit race by finishing in the top ten. And, of course, you can fid- 
dle with the control mode to your heart's content, race two cars with a 
split-screen display, and... well, you all know the drill by now. 



Lotus players will, of 
course, know that longer 
races may require a pit- 
stop and. as always, 
there's one to be found 
on every track, just 
behind the checkpoint 
line. Unfortunately, how- 
ever, refuelling players 
no longer get the luxury 
of the smart garage 
graphic to look at while 
the tank's topped up - 
instead there's a measly 
little panel that says 
"NOW REFUELLING". 
Harumph. 




Lotus Ill's 3D action Is, if anything, a little faster than in previous games - 
it's certainly smoother and more convincing, with some very impressive 
speeds clocked up In full-screen one-player mode. Unfortunately, like the 
other two Lotuses, the game slows down noticably when the screen is split 
to accomodate two players. 
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It was one of the features that Lotus play- 
ers had asked for for ages and now they've 
got itt The innovative RECS system allows 
players to create and then race on their 
own customised tracks. Unlike Jaguar's 
laborious system, where roads are created 
by slotting sections together like a Scalex- 
tric set. in RECS an entire track can be cre- 
ated in seconds from this screen by fiddling 
with the sliding bars that relate to the 
course's variable elements. You want a real- 
ly curvy road7 No problem - slide that CURVES box up high and away 
you go. Variables like the sharpness of bends, amount and steepness 
of hills, roadside scenery, obstacles and general course type, difficulty 
and length can all be set to your specifications with the greatest of ease. 
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j THE VERDICT 

1 + 2 = 3, right? Well, it seems the 
same arithmetic works with driving 
games. Magnetic Fields have basically 
pulled out the best bits of the first 
and second Lotuses, stuck them 
together and - bingo! ■ Lotus III. But 
The Ultimate Challenge? Hmmm, I'm 
not so sure. I know what you really 
want to know and the answer is 
"Yes"; Lotus III IS the best of the 
series - but only just. What we have 
here is essentially a re-run of Lotus 2, 
but with all the good ideas from the 
first one restored. The result is a game 
that's faster, slicker and more 
playable than any Lotus game that's 
gone before but is, ultimately, just 
more of the same. It's a shame that 
the limitations of the Lotus tie-in have 
restricted MF from doing anything 
really different; ideas that made 

games like Crazy Cars III really stand I PLAYJI1ILITY 
out from the crowd and would have 
made a big difference here. Apart 
from what you'd expect - extra tracks, 
more choices and a new car - the most m j^jjunuy 
notable new feature is the RECS track m i 
designer, but I'm not at all sure about 
how useful it really Is. Sure, it's flexi- 
ble and easy to use, but you really 
don't get THAT much control over 
how the finished track will actually 
look - all you can do is give a rough 
idea of how much you want of each 
variable. It may not be as accessible, 
but give me Jaguar's infinitely more 
rewarding system any time. At the 
very least, however, RECS Is a handy way to generate new 
challenges once you've exhausted the preset 
circuits and so adds greatly to the game's lastabili- 
ty. At the end of the day, though, Lotus III Is a 
goody. It's more polished and playable than 98% 
of the competition (for the record, It's better than 
Jaguar, but hasn't quite got the the edge over the 
superb Crazy Cars III), has the best soundtrack I've 
heard in many a month and on the whole fans of 
the series won't be disappointed. But make no 
mistake - you HAVE seen this all before, and It's good to 
see that Magnetic Fields and Gremlin are making the sensi- 
ble move of quitting while they're ahead. 
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It all makes for good reading, doesn't 
it? The manual Is deliberately thin on 
actual instructions and objectives, 
presumably with the intention of 
drawing the player in gradually 
throughout the game. Unfortunately, 
the actual result Is initial confusion 
and frustration, with important infor- 
mation (like how to warp back to 
base at the end of of each world) left 
for the player to find out. I don't 
mind a bit of mystery and all that, 
but if a game intends to nudge you in 
the right direction then it should feel 
as though progression is made thanks JT 
to the player's skills, rather than 
stumbled upon. Either that or I'm 
thick, one or the other. Nova 9 is 
obviously a descendant of the old 
vector classic Battlezone, but while 
that oldy actually moved with some 
speed, Nova 9 literally crawls along. 
Like a lot of US-originated games, it 
seems to suffer from the disease 
known as Peeceeus Portitus, or the 
'Quart Into A Pint Pot' syndrome, as 
it's also called. On the box Sierra rec- 
ommends a faster processor, but 
that's a fat lot of good to the majori- 
ty of us normal Amiga owners. Even 
with the detail level on minimum, it 
is still, quite frankly, too slow to be 
even remotely enjoyable. A bit of a 
shame really, as with a extra turn of 
speed Nova 9 could have been a real- 
ly exciting game. 




Ohm^od. Not another megalomaniac trying 

to take ov»r the Galaxy! Can't they j M st, yot 

know. Wee, >W* W ftaco znd *\n%**& sk*W 

thftf^i t^Wt^g foi' it hate 

psycho ha><f-n*i Slnion Byron round to have 

a little 'ehkt' 
a little «i*a* ~. 



jP*ii-t5ta*ori; -th* qjritt'prjeADrrf-.: 
■ ■■*nairy>v.i Ateturan Emp/.i* 
: VJ .Supreme Overfed;. ,< -bi,ck 
;.1wyuii$) frorntutigiipmJhioii:. 

. fe^sseViiWe'; his foicM, *epd -jtit. ' 
'Mtj^y'tenf^ty attaek on. rife , 





l£>n>mofi d,' afoT Cajftafh Jdhti AfcV ft • ,- ^jSV .>r><qad^g. yo u Vy™ ' on-' 

'• dispatched .ih \>\% aW-fiew Raven H .• .<K>^.«r»p^V\R^-A-106ch n 

■ .Shield aryti r»»dota/^xd.am'<* Onthh i*HjaM closer *arl <nv^lMU» 
£tWy.fhsta!fiKi Is.'SARAW ISyitefglsfac. •'SOhappfe-. to k^«fceyourt£ a .ly 

appyv^rfut SMper-cMmRa^r Bnkcdjfej-, bar.vwrtpt.ia.as;.. 
^th^aayftn, and- Ts}/an fcon*rnjod's 

biueSyppJyfr^irtt^^ 

.•ttiip^'frpbV shT^kf^tus.to pfcaV" -irjilfary includes . <o 'pter» 

sion.U cKft'S; -•sMfprovws-tp' be Hying machine) and. tfcs 

/jftftjuabje aidin thVfHJht against the -yVobbiy bug^fo^Waigwrec 

' *.. 'As'/»hp\4^rV'yPf* r -^ i *^ n ^^- tt *.' - (ytqgivsabtt tio^'the ri»oAiaJ sitp 
•>ng;a^ tn« erwrrSy'onthe ground Wi pff&ti. They a!) Ka*e different a\iM> 
-'4^id.501an^ror^bat aritf^erttweJ-''* pati«rp»v too, with the hardest ,b«nf 
' fy tp, .clear oacfl planet of ; iri iyad/jttc/ . the cu'rioUil^-h -imed OJ 1000 jrvhtcft 




. .fb*^d^f?'cran-Wriiie'mett .»»t.he: " want 10. *e e your ugly.mM(i 
L sfanda^li^r^hftc/rW Jh^nrtre Nova's *y v 



P8 





rtrti r,.th«r largpyhanf 
[ loo*. [no- ihtp'is aciualr, 

from-oneof *ham»ny 
•*to/nai 

» *v«n a flaaiino 
Mrwa.opttoo.WWch 

§ and diya* 
arAu^ fOllOwjng your- 

ai y.o*i ic t .ib out ■ 

army. I e*n*thar»5r*''.- . ' 
«roi^r«!.tpo tbhg, « 
4ia4 DiVtot-wii* ^0 tir- 
tlirtg round^nv 

- 



Th« y*ti* ffi>m OWxotftpft''dtfR)a>$ «Rrt# mformatjah x'ou c«uU4 possibly 
;iWty-Tjfa\<%il*,Stii0t* KsptVf. «hi.t fte»h*a Wlldty wUcn «>» RiW 

.totafcirTa.MmM^V r *^^^*°''^" rt ^ s y«^» s ™ * • 

changs colour t«m> purple (optimum nVfortfantar "through-Vellow (impaffttf 
or:d*magadrto rwd (4ySto*i f.llurej for^acho* th* 'h'«,rwior-^^^T>g 
rW«pr«.£#^Ina,^»*»4 W port *pd Shi*Jd: 0rt'*n4 ydu'tffaaftartalM a 90M 
look at ihe fcrtar - <r\av>c** are ii'U'b» thp fUst thrng jalip«iaut hy-a«i«my 



FREE CATALOGUE 

COMPLETE & RETURN THE COUPON BELOW 
FOR A FREE 64 PAGE COLOUR AMIGA CATALOGUE 



/AMIGA 600 - NEW LOW PRICE! 



FREE! FROM SILICA 




When you Buy ytum Arnlpa computer Irom 
Suca Systems. «■ wfl give you an adoatonel 
£369 73 of software FREE OF 

CHARGE, inducing some great entertainment 
and prcduclMty programs These tree gifts 
Mil ir*oduce you lo Iht wortd ol eompuing 
and hep you to gal ofl to a eyinc Hat with 
your new Amiga Plus. with every Amiga irom 
5dca »e *H g"»e you 16 ngnts FhEE WtOay 
no»l accommo Qi wn lo> you eno your ttm»j 
lo enjoy * orea* at noma oi abroad 

16 NIGHTS HOLIDAY 

HOTEL ACCOMMODATION 
E*ary Amo* TO and 400 »• 
■ffiw —i ■ He 72 pay CO 
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ARCADE ACTION PACK: 
10 Superb entertainmenl titles 

ASIEROC C24.OT 

CHESS PLAYER 2150 £2495 

DRIVW FORCE £24.95 

UVE AND LET DIE £1099 

ONSLAUGHT £24 99 

PIPE MANIA £2499 

RICK DANGEROUS £2499 
ROCK AT ROLL £1999 

SKWEEK £1999 

TRIVIAL PURSUIT £1995 

PRODUCTIVITY: 

PHOTON PAINT 2.0 £8995 

omn txru 0 

GFA BASIC V3.5 £50.00 

aiOTwMMac iibiU'IW 1 

TOTAi VALUE: £369.73 
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XcmiI4o*i?om 
7lir*jtoyaoara 

J^MaVMf floppy DitVt X" 
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£299 
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«V*20«?.'MaflOa«[Hva 

SmrtCardStot 
BulNnaaaardul 

TnpdoorSlot 

DBWyndudcttdt 



SUoi 
announce 
NEW LOW PRICE 
of £299 lor the Amiga 
600, a huge wving ol £100 oil 
tlto previous RRP of £399' Wit" its 
modem compact wedge shape design and 
the employment ol the latest advancements m 
Amiga techno*ogy. II represents Vie very best 
investment lor home computing H has a) the 
power ol a hrst class games consOe with a lull 
range of entertainment software available, as ig^J 
well as being a true home computer, wtlh 
business and education software and 
extensive range of peripherals and accessories 
The Amiga 600 uses stale-ol-lha-afl surface 




PERIPHERALS 

FOR AMIGA COMPUTERS 



AMITEK 
RAM BOARDS 



SLIMLINE 
015K DRIVE 
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AMIGA 500' 

STANDALONE 



9 r Inuttfck/lkuit* Porta laclYKaogy. tor maiomum reliabrirty and (Mlures 

- - rjrsh drive, mouse. TV modulator and smart card slot all as standard The innovative smart card 
slot accepts games, ROM or RAM cards (Irom 1Mb up lo 4Mb) and will take advantage of many 
lutura new developments The vary tales! version ol Ihe operating system. KttkJtartMarkbanch 
v? 05 is used in the Amiga 600 and its enhanced crrp set laciMles include improved grap»c& 
resolution, increased gemocK Support and the facility lor up lo 3ur> ol ctiap memory The Amiga 601) 
is ruty compatible with the A670 CO-ROM Drive and Interface which writ give it access to a full 
range ol CO TV titles and audio CDs. The Amiga 600 is available from S*ca in soveral 
configurations (see botow) «ncludlng a specially upgraded 2MB RAM version. 
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AMIGA 600 CONFIGURATION OPTIONS 
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HARDWARE 

• 512- AMIGA 500 COMPUTER - E299.99 
Inc 1w.3'4'Oisl'Dnvo. Mouse 
Controller. Power Supply. 

Workbench I 3 & Manuals 

• 512m RAH EXPANSION TO I* PAH £24.95 

• A520 TV MODULATOR - FREE 

FlUSI - FREE FROM SILICA 

• PHOTON PAINT V2.0 , - £89-95 

• ARCADE ACTION PACK £229.7a 

• GFA BASIC £50.00 



TOTAL PACK VALUE: £694.67 

LESS PACK SAVING £395.67 
SILICA PRICE: £299.00 
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fpimf COMPUTER SYSTEM 
M-I^l* SAVE £200! 
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UPGRADE YOUR AMIGA 500 FOR ONLY £399 



We &ie ptoaseO to announce a v«<y tpecwl tiaXo ofa* ro 
Amiga 500 owners who are fcaen lo fake aoVantaga of M futra 
Oemfat oforrW Dv Commodorpl fm»fnmaala mnovanon theCDTV 
Amiga owners who reh*n their working Amiga 500 computer (wtlh 
Kichstart VI 2or 13). mouse, power supply and manual lo Srtca. can 
daim a £200(tacount oR the price ol Ihe new Amga CO TV Computer 
System The new system (normal RRP £599) 4 fully compatft»e with 
all Amga software In addition it provide* access to a vast range of 
CDTV Utes COTV wortu much Me a standard Amiga 500 or 600 but 
has marry addatonal features Including a comped disc dnva that can 
nok) up to 550 megabytes of inlormaOon par dec aa wefl as play 
audio discs to a very high Quauy CDTV comes implied witn the 
mast infra-red remote control handsel giving you full conlrol of your 
system nom vie comfort ol your armchair 



TRADE-IN OFFER 



CDTV SYSTEM E599 
AMIGA 500 TRADE IN. -£200 

YOU PAY £399 



£399 

mc vat ■ n*t uaz i:so 



FEATURES INCLUDE: 

• r«o cSr AAM 
a CDTV PiMf 

• Pint 4o*0 CO* 1 

CO • 

• awMnUonAv i»rU' A Pi'JilP Port% 

MonmrAXW 

• AfW^-anDnw 
e M-..ir fomioMw 

• Mftj-flr" rtanotti 0aaM 

• W0(»SwWi / A M*ui» 

• n*v~i* tn - c*zt, 



ALL PRICES INCLUDE VAT - DELIVERY 



SILICA SYSTEMS OFFER YOU 



• FREE OVERNIGHT DELIVERY: On *r furowere orders snpped in Ihe UK mainland 

• TECHNICAL SUPPORT HELPLINE: Team of tecnncal experts at your service 

• PRICE UATCH: We normally match competitors on a "Same product ■ Same once' basis 

• ESTABLISHED 14 YEARS: Proven UaOi i»oxd •> coloMcnai ccrnpuloi %*lei 
9 C12 MILLION TURNOVER Iwtth60*laft) So*d. 'efcable and prolila&e 

• BUSINESS ' EDUCATION t GOVERNMENT: Volume Osoounu avafabW 081-JOfl OSU 

• SHOWROOMS: Demonstrabon and Iraming laofinas al our London & &dcup branches 

• THE FULL STOCK RANGE All of your requaemenls from one suppler 

• FREE CATALOGUES: Will to mailed to yo-j »tn ohom ■ totlwars and peochft'fll d«ailfi 

• PAYMENT: Major oredf cards. caWi chequB o rnoWtfy lerrra 

Before you OBcoe when to buy your new Amiga computer, we suggest you thtrw wary careMy about 
WHERE you buy « Connoar Wiat fl wa be l«e a tew monrht ater Duyng you> Amga wien you ma) 
mqure addllionM ptiipheraM or aoftware. or nev and aovce wah your new purchase And. will the 
company you buy Irom cDntaci you wiBi oataas ol new products? Al Sllca Syslema. we ensure that WW 
wA nave nothing lo worry aoout We have been esiabtshed tor almost 14 years and wilh our ixirvaiku 
ecpanenoa ana expertise, we can now claim to meet our customers' roou*ements wah an underslandmg 
when a second lo none But donl jutl IWui our word tor it Complete end return the coupon now for our 
latest FR6E literature and begin to eiperience the *SSca Systems Service' 
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SYSTEMS 



To: Silica Syslems. ONEAM-1092-80. 1-4 The Mews Hattiertey RO, Siflcup. Kent DAI 4 4DX 



PLEASE SEND A 64 PAGE AMIGA COLOUR CATALOGUE 



Mr Mrs/MtSSfMs IniBAis 

Company Mama (II applicable): 
Address ^ 



Buriiam 



1***4 4 »*** »+**** 4*4*»t' 



(home): — _____„____-—_. 



Tal (Wort.) 
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Gary Whitta grits his teeth and 
embarks on a blood-soaked killing? 
spree in I.C.E.'s gung-ho gorefest 



DEPLOYMENT 



IS GA2 HIKKK 



ooo 



This is what we want) Enough 
of Bub and Bob and all those 
sissy game scenarios where 
you can only 'stun' the bad guys for 
fear of parental outrage and the 
conseqeunt removal of the product 
from the shelves. What we want Is a 
game with some real stones, where 
players can get tooled up with some 
seriously hard real-life weaponry, tie 
a blood-soaked bandana round our 
heads and blow holes in a bunch of 
terrorists and jackbooted scumbags 
in as gory a manner as possible. 



And that, as luck would have it 
fs exactly what you get with Fire- 
force, a Green Beret-style military 
shoot-'em-up that, due to the 
demise of former publisher Elec- 
tronic Zoo earlier in the year, has 
only now made it onto the software 
shelves. 

In Fireforce, you kit yourself out 
with a military alter-ego, beginning 
with the rank of Ensign, and pro- 
gressing through 12 Increasingly dif- 
ficult (and violent) missions, earning 
medals, commendations and pro- 



DKSTltOY ENEMY B)U»<iK 



TO CUT VITAL SUPPLIES TO THE ENEMV 
DESTROV THE BRIDGE CROSSING THE RIVER . 

WEAPONRY IS OF PREDOMINANTLY U.S. ORIGIN. 
TERRAIN IS TROPICAL FOREST. 



tmrt: ©q:45 rendezvous: 09:01 grid-ref delta* 
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At the outset of Fireforce, only the first four of the game's twelve missions 
are selectable. The objective, terrain and enemies change depending on the 
mission, with a full intelligence briefing for each available at the touch of a 
button. The idea of the missions don't change much - you've basically got 
to kill everything or destroy a specific target - but the actual objectives do. 
One minute you'll be taking out an enemy bridge, the next seeking and 
destroying a cache of SAM missiles or assassinating an enemy dictator. 
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lo matter what you do on the mission, there's one fact you 
must never let stray from your memory - the helicopter that 
drops you off at the start returns at a fixed location and time to 
pick you up. If you're not in the right place (usually at the far 
right of the play area) at the right time, the chopper leaves 
without you and your career Is over, status: Missing in Action. 



1=11.47 MAG" 



MAO BE 



E3B 



M72 LAN 




HHOB GRENA~F - 



IIZDB«MiH 



C4 EXPLOSIVES 




FIELD DRESSING FA.; 



G3B 




MAYICvTl M I.' U) 
ClUUIKVT I.< »AI) 



1 



MAX LOADSSe CURRENT tOftD!24 

O MtO BELTS © 

£ ME* GRENADES 1 



Having chosen a mission. It's off to the armoury to get kitted out for the Job In 
hand. There's a tremendous amount of equipment on offer. Including five 

ichlne-guns with special ammunition for each, grenades, a rocket launcher, 
■stlc explosives and health-restoring medi-kits Basically, you can take what- 
combination of stuff that you like, but there's a weight limit to how 
you can carry. 



plastic eapl 
Ml evercombi 



The dead bodies of of the enemy can be searched for ammuni- 
tion and equipment - but remember that you can only use 
ammo that's compatible with your current weapon. If your 
gun's empty, swap it for his • using an enemy weapon is espe- 
cially advisable, because the ammo picked up from further 
corpses will invariably fit. 
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Entering tents, 
huts and build- 
ings is a neces- 
sary and useful 
excercise ■ the 
mission targets 
are often to be 
found hiding 
out In places dj 
like these jud 
there's often 
useful equip- 
ni. -lit 10 be 
found lying 
around. But 
watch out for 
Ir.ips, 



motions for each one successfully 
completed. And... well, That's about 
your lot. Despite the military 
nario, Fireforce doesn't have any 
simulation or RPG pretensions like, 
lay Airborne R.inger or Special 
Forces. On the missions here you get 
some nfee shiny guns, a bucketload 
i! high-explosive ammunition and 
ong simple instruction - KILL ABSO- 
LUTELY EVERYTHING! 




The player's default weapon is a knife which, though only of any use at 

point-blank range, produces a nifty throat-slitting affect Weapons are 
swapped around by use of the function keys - your best bet is the machine 
gun. which dispatches the enemy with a single burst from any range. 
Ammunition is. of course, limited, so don't go blazing away like Arnie. A 
nice touch is that the player can aim the weapon to point up or down, 
allowing you to shoot at enemies above and below. 



Beware of land- 
mines - they 
sap more of 
your health 
than bullets, 
and can be dif- 
ficult to spot. 
Medikits will 
restore energy, 
but they're feud 
and far 
between. You 
can gat your 
own bach by 
blowing up 
property with 
C4 explosive - 
any damage 
you do counts 
towards your 
final score. 
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^kw I look like much at all. The graphics 

are basic and look more suited to 
J J m ^mWmU an ST than the Amiga, and initially 

publisher: i.C.E gameplay seems slow and limited. 

D * V "'° P bons aV But 6' Ve '* a chance and y° u ' M 

I soon be surprised to discover that 

£25.99 Out Now 

■ the game is actually tremendous 

J ° v * lkk fun. It's not just the fact that it's 

memory disks violently realistic that makes it 

51 2K compulsive entertainment - there 

_____ really is a decent game hiding 

m m 1 11 1 1TB under these cardboardy visuals. 

WW A\ m Like the strangely similar Green 

I 7/0 Bere *' Fireforce is J ust an arcade 
blaster at heart - but there's a bit 
B al Mm ■ B more to it than your everyday 

left-to-right scroller. The ability to 

laaW Kll Vn choose and use a wholc a«enal of 
Bb. WW IW var j ec j weaponry, the searching of 

bodies and buildings for useful 
^ I I items, the medals and 

^1 ly promotions... all are elements that 
4%m *UfO help to lift Fireforce above the 
tnTlTTTRTl norm. With the enemies as intelli- 
wmmr j I gent as they are (they actually will 

^ QQ0 follow and aim their weapons at 
i J mm UU fO you, no matter where you are), 

I Fireforce is a tough game, becom- 
I IT E K J L ing a | most nightmarish on the 
^1 ill later missions - but experience 
teaches you how to survive 
/Q against such impossible odds, and 
^ there's a great Rambo-esque feel- 

ing to be had when your tactics 
work. The whole thing is given an extra edge of ten- 
sion by each mission's strict time limit - you simply 
have to get to the extraction point, no matter what 
happens. Oh, and did I mention the soundtrack? Apart 
from the fine spot effects during play {a variety of 
gunshots, explosions and bloodcurdling screams), 
there's a rousing military drum anthem on the title 
screen that gets the adrenalin flowing nicely. Don't let 
the graphics put you off - Fireforce is one of the most 
enjoyable and sophisticated shoot-'em-ups I've played 
and full marks to I.C.E. for having the bottle to try / 
something with a bit of an edge to it for a change. ( 
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Thorn are two two-player modes for you to sample. 
Team' mode requires the co-operation of both players 
with puzzles that cannot be solved an your todd. For 
more frantic fun, the 'War' mode requires the destruc- 
tion of your opponent's Troddlers whilst ensuring that a 
set amount of your guys reach the e«it safely. 



Simon Byron troddles down to the 
mysterious magic castle for a chat 
with his two old mates, Hokus 
and Pokus. 



men 



Hokus and Pokus are your typi- 
cal young rascals - leave 'em 
alone for a couple of seconds 
and they're off causing trouble. I 
blame their parents, you know. If 
they'd been spanked as often as I 
was perhaps they'd have learnt some 
manners, consideration and evolved 
curious personal tendencies... just 
like me. 

Guess what they've only gone and 
done now? When asked by Divinius 
(the sorcerer) to do a spot of tidying 
in the storeroom, their only instruc- 
tion was to "Not touch anything". 
Not too much to ask is it? Nope, but 
when confronted by a box with 
WARNING! Instant magical Trod- 
dlers. May turn into zombified vari- 
ety If allowed to teleport. DO NOT 
TOUCH' plastered all over it, the two 
blighters did what any other self- 
respecting sorcerer's apprentices 
would do - they opened it. 

Inevitably, things started getting 
out of hand. The Troddlers, who 
ere originally being developed by 
inius to replace Hokus and Pokus, 
out and headed for the nearest 



teleport. Try as they might, the 
two pranksters could not con- 
tain all of the little beings and 
several hundred escaped into 
another dimension. There was 
nothing else for it. Hokus and 
Pokus had to enter the teleport 
and retrieve the little devils. 

Assuming the role of Hokus 
(or Pokus, In two-player mode) the 
player(s) must complete varying 
tasks in order to please their master 
and restore the castle to its former 
glory. The Troddlers emerge from 
one (or more) entrances and must be 
guided through the screen towards 
the level exit, avoiding a variety of 
lethal hazzards. They'll walk on, 
under and over anything while 
the only trick that Hokus and 
Pokus have up their proverbial 
sleeves is the ability to place 
and remove blocks in an effort 
to exert some control over the 
tiny terrors. Involving a high 
puzzle element. Storm are hop- 
ing that this could be the Lem- 
mings beater the world is cry- 
ing out for. 



-- 
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Publisher: Storm 



Later on in the game you're introduced to some of the more special blocks. 
The arrowed squares here force the Troddlers to slip through, which can 
help or hinder our cuddly friends. They can also spell instant death if the 
Troddlers are flipped into anything solid (you know, walls and the like). You 
have been warned. 




One of the more obscure levels requires the collection of ten green 
diamonds. As you can see. the screen is not exactly chock-a-block with pre- 
cious jewels although thankfully there are no Troddlers that you have to 
save and the Zombies are harmless. The only problem is the lack of 
collectibles... 




These Ice Cubes are totally unscalable. If that wasn't bad enough they also 
send the Troddlers slipping and sliding all over the show, making the task 
of guiding them to the exit altogether tougher. The cannons will make 
short work of our mates, too. so the Troddlers should be kept out of their 
line of fire. 
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Ninja ants? Nth 
dimensions? It 
must be the air at 
Gremlin's HQ or 
something, but 
the Sheffield boys 
latest is seriously 
weird. And who 
better to review 
it than resident 
holder of The 
One's Off His 
Trolley' Award, 
new boy Simon 
Byron... 



Gremlin has been cooking 
this one up for quite some 
time now. investing a great 
deal of effort and money 
on a character which it obviously 
hopes will attain the same superstar 
status as the likes of Sonic and 
Mario. We've been bombarded by all 
the hype, now the moment has final- 
ly arrived to meet this 'Ninja Ant 
from the Nth Dimension'. Is he a 
gourmet meal to savour or the equiv- 
alent of manky liver and onions 
round your nan's on a Sunday after- 
noon? Let's tuck in and find out... 

Zool's mission is simple enough - 
battle through seven wild and zany 
worlds, each made up of three sepa- 
rate and very big levels. Just why 
he's running, jumping, punching, 
kicking, shooting, spinning and 
climbing his way through these 
stages in the first place isn't made 
clear but - hey! - who needs plots 
when the game's as smart as this? 

Each level is based on a fixed 
theme, including Sweet World 
replete with Licorice Allsorts. Cling- 
ing Chocolate Spikes and Chocolate 



Spiky Harolds). Music World with 
Shooting Drums. Flying Drumsticks 
and Vicious Cellos and Tool World (I) 
filled with Spanners. Oil Patches and 
Hammers... I think you get the idea. 

The idea's basically to run and 
bash your way through the bad guys 
until you reach the spinning coin 
that leads to the next stage or world. 
Most enemies can be dispatched 
with a piece of nifty trigger work but 
when times get hard and all else fails 
Zool can perform what can only be 
described as a 'flying chop' (because 
that's what it is). Using this method 
it's quite easy to take out a number 
of baddies In one fell swoop and 
immense pleasure can be gained 
from watching a screen full of Hum- 
bugs (bees, to those of us who aren't 
Ninja Ants) explode and turn into an 
array of point bonuses. 

Occasionally, on the demise of 
something as evil as. say. a potato, a 
red flying heart appears which tops 
up your energy when collected. So. 
even if you've taken a bashing early 
on. it's soon possible to have your 
health fully restored. 



Things have started to get a little hairy now (see Zool's tiny beard? 
Ha-ha-ha-ha!). Like all good Ninja Ants, our hero can perform some 
quite amazing feats. Here, for example, he's clinging to the Jelly Tot 
Tower. By the way, look out for those bees - they explode in a quite 
spectacular fashion when you stick a sharp instrument through them. 

Dotted around the various levels are targets which, when hit, activate 
a restart point so thai, should you not go the distance, you'll not 
need to play from the start of the level again. It's very likely that the 
young Ninja will do that next, once he's finished messing about on 
the piste. 
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Worldly 

Delights 

Here, for your delight, is a 
taster of some of the places 
that Zool visits on his travels. 
As you can see, the Nth 
Dimension is quite an unusual 
place, full of weirdoes and 
oddballs. But isn't 
everywhere, though? At least 
these strange people look 
cuter than some of the peo- 
ple that turn up in real 
places. Like Bath, for exam- 
ple. 



FRUIT WORLD 
Fruit World introduces 
tome spectacularly scary 
enemies, including explod- 
ing radishes and flying 
peapods that bomb you 
with lethal peas. But scarl- 
est of all are these utterly 
terrifying pomegranates? 
I'm of* before I need to 
change my undergarments. 
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Blimeyl They 
didn't make 
Alports like that 
when I was a 
kid* Vou can't 
trust anything in 
Sweet World. See 
the ferocity with 
which the Pink 
Circular thing Is 
chucking out 
those projectiles. 
It's enough to 
make you weep! 
Of course, Zool 
has quite a tricks 
of his own up his 
sleeve with 
which to teach a 
few lessons and 
could either 
jump up, guns a- 
blaxing. or sneak 
round and jump 
on Pinky's head. 



It may be worth mentioning the lit- 
tle arrow thing in the bottom left- 
hand corner of the screen. If you're a 
little lost, just glance down to the 
comer of the screen to see where 
you should be going. Of course, it 
points In the direction that the crow 
flies so it may not be that way at all. 
Pesky programmers! 



Not all the background graphics are 
purely for show. Some parts of the 
scenery can actually aid Zool In his 
quest. On the Fruit World these 
squeexy lemon containers actually 
fire juice when jumped on, which Is 
quite handy when you consider that 
bananas are allergic to liquid citrus 
fruit. 



Due to the complete lack of decent 
public transport, Zool has to make do 
with any assistance he can find. On 
Music World, bouncing on these large 
drums proves to be an entertaining, 
n* not necessary, way of getting from 
A to B as long as you can avoid any 
flying cellos and all the other hard 
musical instruments. 



with a nifty boot on the head. "Vou 
will explode." 





Zool's athletic 
prowess Is amaxing! 
Which is just as well, 
really, as some parts 
of Music World would 
be Impossible to nego- 
tiate without the 
t super-ant abilities 

N endowed on our hero. 
Although, it would be 
a lot easier if that 
overhead electricity 

f cable wasn't still live. 

* Still, nothing ever 
turns out the way you 
want it, does it? 
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SWEET WORLD 
So her* we are. then, at the 
beginning of Level 1. You can 
see why it'* called the Sweet 
World, what with all those 
sugary treats and things. 
That jelly lump looks particu- 
larly menacing, so it's proba- 
bly best we don't hang 
around here too long - you 
might turn Bertie. 



REVIEW 



mm* 




MUSIC WORLD 
This comes as a relief after 
all the gelatin-based weird- 
ness of Sweet World. That 
said, though, they were far 
easier to dispose of than the 
nasties we see here. Being a 
drum, you see. means that 
you can deflect bullets. 
Shame, then, that there's 
nothing it can do about a 
flipping good clonk on the 
head from Zool's Size Bs. 




TOOL WORLD 

This'll be Toolword. then. Not alot else to say. really, except 
thai the type of guys you're likely to bump into Include really 
hard spanners, slippery oil patches and thumping hammers. 
Basically, If you can find it In a handyman's toolbox, you'll find 
it here. 



TOV WORLD 

It's actually quite nice In Toy World at this time of year. See 
the way the tank glints in the summer's watery light - It's 
enough to make you perform that flying chop thing, if you 
can. Don't be fooled by the childish cronies - they re as rock as 
the White Cliffs of Dover. 
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This piano actual- 
ly plays the notes 
when you walk 
on them (as long 
as you've chosen 
sound effects 
from the options 
menu). "Why?" 
You may ask. It's 
only a hunch, but 
maybe there 
could be a secret 
bonus if you play 
the entire 1812 
Overture or 
something. Don't 
ask me - you'll 
just have to try it 
out yourself. 
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The end-of-level guardians are hardly conventional. Take a look at these two 
here, for example. The giant bee looks threatening enough (if a tiny bit 
cute) and while a rather large, over-ripe banana may not strike terror 
into the bowels of your average ant. it's the only thing between Zool 
and the entrance to Toolworld so it looks like there's nothing else tor it 
but to use the good old international language of violence. 



An example of one of the many nice 
touches in the game. Here, in Music 
World, the turntable revolves when 
you run on it. Although not a prob- 
lem when you're moving, this can 
cause havoc if you stop, as chances 
are it'll hurl you back Into a lurking 
meany. If It was a Kylie record, 
though, you can bet your bottom 
dollar that the place would be 
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Well, what can I say? Obviously I've 
got to say something otherwise this 
panel Is going to look a tad on the 
empty side, so I'm going to have to 
rant and rave on about how good 
Zool is. Zool is, quite simply, really 
good. It's obvious that a great deal of 
thought and planning went Into the 
game at the earliest stage of design 
and this quality approach was main- 
tained throughout development. 
There isn't really any area which lets 
Zool down. It's bigger than... ooh. 
something very big, with remarkably 
expansive levels and enough high- 
velocity action to keep anybody on 
their toes from start to finish. The 
game boasts a wealth of console-style 
hidden bonus rooms and there's even 
a horizontal shoot- 'em-up lurking In 
there somewhere. There are original 
touches a-plenty and I found myself 
impressed with the diversity of the 
levels and the imaginative meanles. 
There are monsters everywhere and 
whizzing off from the start of a level 
can get you into all sorts of game- 
ending trouble, but with a little care, 
patience and forethought, progress 
can be made and Zool fast becomes 
an absolute joy to play. The whole 
thing has been thoughtfully present- 
ed, with options galore right from the 

standard 'Number of continues' through 'Type of music' 
(Rave, Rock, Funk or 'Green', although you needn't have 
any music at all because the sound effects are perfectly 
excellent) to the rather handy 'Inertia on/off' for all you 
wimps who can't handle a bit of skidding. At the end of 
the day, what Zool adds up to Is a first-rate slice of 
arcade action - It's simple, It's frenetic and, above all, a 
lot of fun. 'Fuller' than Robocod, faster than Harlequin 
and, I think, better than what I've seen of any of the 
Mario games (although those dratted Nintendo owners 
will no doubt be up In arms about that). It's a must buy 
for any self-respecting platform freak. And It just goes to 
show, anything those horrible plastic console slabby 
things can do, the Amiga can do too - and better. So 
shove that in your pipe and smoke It. 
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AMIGA PERIPHERALS 



GREAT 
VALLEY 
PRODUCTS 

QUALITY AMIGA PERIPHERALS 
WITH A 2 YEAR WARRANTY 

Silee Syswns are pteasadto pfessni the GVP targe 
of peiWerate GVP are the world's largest ffvrd party 
manufacturer of peripherals lor tne Amiga range and 
have a reputation lor high specification, quality 
produce. The company was founded only lour years 
ago by a man who knows about the Amiga, 
Commodore's ei-Vce President of Technology He, 
along with a team ol Amiga experts nlurjrg other ex- 
ConmOOro staff, understand the add-on requirements 
ol Amiga owners bettor than anyone. Not only do 
GVP provide peripherals thai Amiga owners want 
they abo offer peace of mind, **i a 2 year warranty 
on the products they manufacture So. rl you are 
looking tor the very best m peripherals tor your Amiga 
computer, look no further than GVP 



FREE BROCHURE 

RETURN THE COUPON FOR VOUR COPY 



GVP's HD8- hard dnva and A5M hard drive with 40MH? accelerator, 
represent the rughesi quality Amiga 500 peripherals, ai very affordable 
puces Each incorporates a fast action hantdriv* ram expansion 
capabiMy. custom VLSI cnip and FaaaSTROM SCSI drrver. lor .* 
urWatablB pertorrnarice _ wS.*Cv s - s ' 

The HDB« nard drrve o»ers up to 8Mb of 
BtBfxHi'O internal Fast RAM expansion 
aro Ihe A63Q Combo, up to 6Mb of 32- 
Dil wide fast RAM expansion Bom 
lealure a SCSI controller, which 
supports up lo 6 addntonal devices 
and an Auloboot/Game cut-olf 
Bwrtcn Bom are avaaable m 52. tM 
arc) 340Mb lunrl drive versions 
In addilion. tne A 530 Combo zooms 
the Amiga forward with en 030 
accelerator running at a Dlistermg 
40MHz This enables your Amiga 500 lo 
run at an ocredbU 12 1 MIPS, faster than 
an Amiga 30O0i No other product in the 
world combines all the toaturos (ound •> me 
A530 Combo 1 A plug-in PC emulator opticn 
shown below, a ovaJaole lor 
me HOB. and A530 Combo. 



NEW LOW PRICES 

ON MOST PRODUCTS 
EFFECTIVE 1sl SEFT 92 



PC EMULATOR 

PLUG-IN OPTION FOR HD8. & A530 




• 16MHz 80286 processor 

• 287 Maths Co-Processor socket 

• 51 2K of PC HAM phis Ihe use of Amiga RAM 
- Supports Hercules, CGA. EGA/VGA 

(monochrome) and T3100 video modes 

• Runs MS-DOS (3 2 and upwards) plus 
thousands of other PC programs 

This powerful 206 emulator rrwduB sarpry tfi*p nlo 
the -mir*slor of the GVP HDB* or A530 (without 
mvaliOatng tie warranty! II has toll access to the 
Amiga's resources and allows 
you lo run PC and Amiga pro- 
grams at the same time, grvirg 
you two computers one 
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WHAT THE PRESS SAY: 

'Svpetb build excellent oeohetkt and' 
blinding Speed mote rAii rfie beif A50O 
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At last the 
definitive guide to 
PC games written 
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In this unique 100 
page guide you will 
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Reviews to 2000 games 
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easy to reference all 
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ups, RPGs to Motor 
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Section 
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VVIN(i-BA( KS IN A SOCCER MANAGEMENT GAME 




In ihc iradiuiwial number |ugj ling uvier management game *ing- 
haclu, *wr*pcrv (qhiuImhu. ii> lev tacticv an, at be*L mimetic, ai 
word . mraninglets 71k unique match Mmulatiiin at the hean of 
Soccer Supremo ralnrc* all thevc and mm. allowing genuine 
control o.ei If am ra-rtormaivce, In addition 10 ihc viuul (erdhark on 
your team, (hit match ■ i . ■■- ■ turnuiionv tactical poailuinal chanift> 
and workiatc InatructioRaio individual player* which ihen Influence 
the Dow ol ihc much. Toe increased rcaliini and conirol transforrm 
ihe •uptcme. bui childish, gomcplay into a compultur i< mutation. 



AN INTERNATIONAL MANAGEMENT GAME 
3D. 22 MAN MATCH DISPLAY 

Continuous -play of; 
OU'LUATT/MID/DEF POSSESSION OF STATS. IND 
PLAYER ACTIVITY STATS. 
PLAYER FATIGUE /FITNESS STATS. STATE-OF- 
THE-GAME INFORMATION 
PLAYER-WITH-THE-BALL INFORMATION 

IN MATCH TACTICAL MOVES 

SUBSTITUTIONS 
POSITIONAL CHANGES 
OVERALL WORKRATE 
IND. PLAYER WORKRATE 



Yet ano:Scr England manager has leami (he hard way (hat 
controlling an international li a very dllTercni 
hallgamc lo club management Every match is a cup-tic and every 
team « lev lion and revull 11 picked apart by a 
voracious pre** The prcuunr to uicceed u incredible. 
Soccer Supremo puu >ou in charge ol a European national •quad 
preparing lor the European Nation* Cup qualifiers You have an 
initial four year contract that may be eatendnJ to *u or eight year*, 
or reduced lo two. a* the mult* dictate You'll be expected to cjualil) 
for the Hnah. (hen put up a thow againu the best European team*, 
but (hi* ; ■ juM preparation for Ihe big one:The World Cup! 
luvt i imitation. The game will allow you to lake the European 
nation of your choice and you will he allocated an initial vquad of 16 
pi a yen You can introduce a further 34 playen. making 50 in all. 
v-hn*e name* and (kill* < but not levels) You can define > outsell 
Theve playen are introduced gradually a* you ilmirver the 
weakneuei in your vquad Hid alio lo create the balance of nkilU that 
match your style of play . The original 16 playen can be defined tn 
ihe uune way uMnf the EDIT program < free w ith the game I if you 
•lib as well at the teams thai will make up the oppoiluon. 
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"When il comes lo the 4th down Headcoach has 
it'Vrleadcoach' 'TV Sports Football' ' head lo head.' 

(Pop Com p.) 



Headcoach VJ ha* boon desert bed a> "ihe beat game 
ever put onto a computer". It u the complete American 
lotHiall game, a multi scunn epic with the very beat 
•ttnueajic element* of tlie re*) ibmg. You will call the 
pliy». deviK the garneplans and develop ihe team. 

Lite the firu »ca*on (1 pre -sea*on samck, 1(1 regular 
aeaaun game*, and the pljy-ofl*) lo discover your J5 
man wiuod of pluyera. Then exploit the college draft to 
improve the team and expend your game play to beat 
the very beat the NFL cm throw at you. 

Playen will age and lemm will lade (B player will la&t 
about overtoil* i. buiyou 
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Pools of Darkness £20 99 

Premiere XI 9 99 

Prince of Persia £10.99 

Pro Tennis Tour 2 £15.99 

Pushover XI 5.99 

Quest A Glory £17.99 

Keaims X1H99 

Rolling Rormy — XI 1 99 

Satiate Soccer XI 5. 99 

Shuttle _ £22 99 

Striker ^_ £15.99 

Supremacy £10-i 



leniusCup 2 £15 

Tliunderhawk £12.99 

Titus The fox £15 99 

The Manager £17 99 

ynpta xi i.99 

l lopia Data Disk X9.99 

^ rot hh i l 



Vroom Data Disk £13-99 

P»P On All Software Only £1.00 



25 

50 

100 

200 

300 

500 



CS DISK BOXES P+P 

11.30 3.5" 20 Capacity 1.50 50p 

20.50 3.5" 100 Capacity 4.75 £1.00 

36.90 150 Capacity Posso Box 15.49 £3-00 

68.95 3.5" 250 Capacity 22.99 £3.00 
103.45 
167.50 

All Dtokh come Willi UbeLs I* ■ r included 



ACCESSORIES 


P+P 


Zydec External Drive 


£47.99 


£3.00 


Zydcc Zy-Fi Speakers 


£33-99 


£3.00 


Zydec Handy Scanner 


£92.99 


£3.00 


Zydec Virus Protector 


£5.99 


25p 


Alfa Data Trackerball 


£22.99 


£2.00 


Alfa Data Crystal Trackerball 


£32.99 


£2.00 


Alfa Data Megamouse 


£15.99 


£1.50 


1/2 meg Upgrade w/clock 


£21.95 


£1.00 


14 Inch Monitor Stand 


£9.99 


£1.50 


Mouse Pockets 


£1.45 


25p 


Mouse MaLs 


£1.99 


25p 


Mouse Covers 


£1.99 


25p 


Cleaning Kits 


£1.45 


25p 




Can you believe it? Yet 
again we bring you 
sixteen pages packed with 
the hottest tips and hints. 
This month we say 
goodbye to an old friend 
as Monkey Island 2 
reaches its dramatic 
conclusion and welcome a 
new one, with the start of 
a complete solution to 
Eye of the Beholder 2. 
Enjoy! 

If you're a regular reader then you'll have" noticed 
that this month's issue of The One is perfect bound, 
which makes the normal task on seperating the Kill 
Zone a bit tricky. We apologise for any inconve- 
nience and hope that it doesn't spoil your tips read- 
ing enjoyment too much. 
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Veteran dungeoneer Khalid Howladar has braved all manner of 
hideous nether-beasts to provide all you floundering adventurers 
with the information needed to defeat the foul minions of Dran 
Draggore, starting this month with full maps and guides to the first 
six levels! 



(B) This is a graveyard. Dig 

up the graves to reveals 
femurs and skulls which can 
be resurrected later, if you 
wish. 
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FOREST 

This is just a little taster of things to 
come. Dire wolves are on the prowl 
but should prove to be little effort 
for the party to defeat. An old 
woman is also wandering around 
and if you talk with her she will offer 
to lead you to the Temple. Numerous 
rocks can be found and can be used 
to aid exploring (use as markers) as 
well as combat. 



(X) You start here" 



(C) The entrance to the Temple. 



KEY 

▲ Stairs Up ■ Wall — Door 

T Stairs Down lllusionary/Moveable Wall 




(A) Down the hidden steps 
{look around I) lie some rotten 
food, some +2 leather armour 
and a mage scroll of Blur. 
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KEY 


A Stairs Up 


Wall — Door 


▼ Stairs Down 


lllusionary/Moveable Wall 



(B) The secret wall leads to a 
room with the Ankh symbol 
(Egyptian for Life) on the wall. 
Here you can resurrect killed 
characters. Only use this to 

revive NPCs - for party 
characters just load in the 
previous saved positions. It only 



B 



(A) The elegant carving on the 
wall is of vital importance - you'll 
find out why later on. 





(A) These guards attack you. When killed one drops a grey key. 

(B) Within this room there are three packs of iron rations. 
(C) Hack open these barrels to reveal either rations or magic dust 
which, when used by a mage, cast the spell Stone To Flesh. 
(D) A thief called Insal is imprisoned here. Free him and he will ask to 
join your party. Should you let him. he'll thieve a possession while you 
are asleep. Its best to tell him to sod off. But don't think you'll have 

seen the last of him. 
(E) The guards appear when you step onto the closed pit. One of 

them drops a grey key when killed. 
(F) The steps lead to a little section where a scroll of Lightning is to 
be found. If you get trapped in the small room after falling through 
the pit, a small object thrown through the gate should hit the switch 

and free you. 

(G) Here lies the horn called North Wind. Along with the other three 

it is used to break the seal on Temple level 1. 

(H) A grey key can be found when one of the guards here are killed. 

(I) These steps lead to the next level. 



NASTY NASTY 

Here's a quick guide to some of the creatures you'll encounter on 
the first six levels. Generally, when fighting larger groups use Hold 
Person spells. Also, it's best to fight in doorways and corridors so 
that you don't get attacked from the flanks, although you can still 
be attacked from behind. 



TEMPLE GUARDS 

These guys are fairly tough for the 
inexperienced party, and often throw daggers. 
These move slow and are easy to dodge. 



GIANT SPIDERS 

These have a poisonous bite so try to engage them 
at a distance. If you are forced to fight close then 
Dwarves with high CON values are highly resistant 
to poison. 



CLERICS 

Beware of the Hold Person spells they cast, as 
these can end your quest rather quickly. Its best 
to have at least a couple of Remove Paralysis 

spells handy. 





1 WIGHTS 

I These guys are a serious danger if faced 

unprepared. They seem highly resistant to magic so 
l spells which improve physical attacks are more use- 
id ful. Remember that edged weapons do half dam- 
J age against skeletal beings. 



MARGOYLES 

These winged beasties are pretty hard. Apart 
from being seemingly immune to non-magic 
weapons they also inflict hefty amounts of dam- 
age with their attacks. 



1 GELATINOUS CUBES 

These are pretty slow but prove to be a serious 
inconvenience. Should they attack you. they'll 
devour an item such as your prized +2 Plate Mail, 
so be careful and destroy from a distance. 



GIANT ANTS 

These are basically the same as Spiders except 
for the fact that there are a lot more of them. 




(E) Among other things here 
you find an +2 axe, a +2 sword 
and two scrolls of Cure Serious 
Wounds. Nearby is a Oarkmoon 
key. 



(F) Shorn Diergar is imprisoned here. 
Depending on your party you may have 
different preferences as to who you want 
as 5th and 6th companions. If you want 
him to join your party and he doesn't ask. 
reload and try again. 




▼ Stairs Down 



— Door 
usionary Moveable Wall 




(H) After slaying the Clerics you 
should find a whole load of 
equipment (some magic) and 
Calandra. She should ask to join 
your party and being a Level 9 
fighter it's best to accept. 



(K) it is impossible to sleep on 
the level below, so rest here to 
heal up and prepare your spells. 
Once through the first door 
there is no turning back as it 
seals behind you. 



1 




KEY 

A Stairs Up ■ Wall — Door 

T Stairs Down lllusionary Moveable Wall 
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CATACOMBS LEVEL 3 

(A) Those oh-so-confusing spinners reside at these 
positions so take care and make sure you don't get 
confused. 

(B) Keep an eye out for the Spider key. 

(C) Present here is a cursed sword, *1 shield, +5 
bracers of protection and a *1 staff. When they are 
removed, two walls nearby disappear revealing 
some Margoyles. 

(D) these steps lead down to the next short level. 

(E) Here be a mage scroll of Remove Curse. 

(F) Scout around for a +1 robe, mage scroll of 
Haste and a Spider key. Also here is a portal that 
leads into Level 2 of the Temple after activation 
with a stone artifact. 

(C) The solution to this pressure pad conundrum 
was given in last month's Games Surgery. 

(H) This passage if followed right to the end leads 
back at Level 2. On the way you should come across 
the South Wind horn and scrolls of Detect Magic, 
Shocking Grasp, Fireball and Raise Dead. 

(I) In this section there are numerous illusionary 
walls. Also around are some +1 and +2 arrows, fire 
spheres (allows anyone to cast one fireball), Spider 
key, stone gem, long bow and a +2 cloak. 
(J) A Margoyle drops a grey key when slain. 



CATACOMBS LEVEL 4 



KEY 

Wall Door 
lllusionary Moveable Wall 



F 



(A) Here you'll find a skull. 
ro<ks and a tV d.iqqer. 



(C) look out fen some pi. tie 

iikiiI. »i long sword and the 

West Wind horn. 
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(B) Here there .ire some dads, 
d >1 dagger, <i +1 shield, some 
( hfiinm.nl, .1 .' swoid .mil a 
U.lfkllioon key 
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NEXT MONTH! Down, down, deeper and down. 




you have taken a seitch, check the 
equipment there and give it to the 
troops that attacked it or, if they 
already have weapons, to other 
troops. Go to the fortress you have 
just acquired - most of them have 
Fremen troops in them. Rally the 
troop and select an occupation. 

The first area of the map that 
should be cleared of Harkonnens is 
the area above the seitch where you 
first encountered Stilgar. When 
there is room at the seitch where 
Gurney is. send troops there to be 
trained. 

When attacking a fortress, you (as 
Paul) can go there yourself. Your 
presence affects the battle, improv- 
ing the morale of your troops and 
making them fight more fiercely. 
This can, and usually does, sway the 
battle in your favour. But beware - 
Paul will die if you lose the battle, so 
always save the game first. 




ECOLOGY 

Ecology is a useful way of removing 
Harkonnens from seitches and 
fortresses. It is also the quickest and 
most effective way of increasing 
your troops' morale. 8efore planting 
seeds, make sure the area is free 
from spice, and that the two areas 
above are clear also. The seeds pro- 
duce moisture and any spice in the 
vicinity is lost. Remember though 
that where there is no spice, there 





will be no Harkonnen troops. 

If your troops are low on morale, 
change their occupation to Ecology 
and make them construct a wind 
trap. When the wind trap is com- 
plete, revert the troops back to their 
original occupation. Their morale 
will halve, but it will still be belter 
than it was originally. 



1> 



We've spotted three troops of 
Fremen around the palace arid 
I've sent Gurney Hallech to 
meet them. He's not returned 
yet So there and see- what's 
keeping Gurney. 
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Spread troops out across large areas 
of seitches. Leave them there for a 
few days and then visit them. Do not 
talk to them at a distance - always 
visit them at the seitch. The Fremen 
troop will have searched the area 
and may very possibly have encoun- 
tered a seitch. if they will tell you the 



direction in which to travel. Make 
sure someone is with you at all times 
when looking for seitches. 

You can also find seitches by fly- 
ing, or riding a worm over an'area of 
the map. Look at the spice density 
map - any large areas that you 
can see probably have a seitch 
in them. 



u 
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lives and coins, then exit and con- 
tinue to the right exit doot. You will 
then be in a room with two doors in 
between two columns. Colled the 
coins and enter the door on the 
right. Continue right until the end of 
the level, but jump above the door 
and enter a secret door above. This 
is another bonus room - collect the 
coins and exit. 

Enter the door below, go across to 
the right and enter the next door. 
Once in this room, drop down and 
walk into the wall to collect the hid- 
den points. Then carry on to your 
right and use the bubble to jump 
across the spike pits. Enter the secret 
door above the normal door and col- 
lect the bonus coins. You will see an 
extra life - jump on top of the door 
and onto the platform above. Walk 
left through the wall to collect the 
life and exit via the right-hand door. 



RESCUING PUCSLY 

Drop down and enter the door 
below you. You now have to fight 
the executioner to free Pugsly. Use 
the ledges at the side to jump on his 
head, avoiding the spinning discs. Do 
not exit through the door. When you 
have beaten the executioner, stand 
on the pipe, pull down and collect 
the coins. Repeat this until you've 
got them all, then exit through the 
door to pick up the next code. 



NEXT MONTH! With Wednesday and Pugsly 
rescued, we'll go and get Uncle Fester and 
Cranny Addams... 
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It's showdown time! Guybrush and LeChuck square off for the very last time 



PART THREE - 

LeCHUCK'S FORTRESS 



Having clambered out of the packing crate, go right and up the stairs. You 
should find yourself in the sign room. Go down the left passageway... 





...Where you'll find a series of carvings. Did you remember to write down 
the words from the song that your Ma and Pa sang you earlier on? No? Oh 
dear, you really should have. The bizarre carvings are in fact secret doors - 
give 'em a push and they'll open, letting you through. If you go through 
the doors marked with the correct sequence of bones from top to bottom 
then eventually you should find yourself in the hallway to LeChuck's 
throneroom. Ignore the locks - just use the door and a doggie door will 
open. Step through into,.. 



PART FOUR - 

DINKY ISLAND 

On the beach at Dinky Island, grab the bottle on the 
shore, the martini glass at the bottom of the still and the 
crowbar. Use the crowbar on the barrel to be rewarded 
with a crunchy cracker, which you should give to the par- 
rot. Remember what he says. Go left into... 



...The jungle. Turn left at the T-junction and keep trotting on until you find 
a tree with a bag hanging from its branches. Use the crowbar to smash the 
bottle and use the broken bottle to slash open the bag. Pick up the cracker 
mix that falls out and return to the beach. Fill the martini glass with salt 
water. Use the glass with the still to produce some salt and use it with the 
cracker mix to get two crackers. Have a chat to Herman about his beliefs 
and then, when he asks you a question, go back Into... 





...The throneroom itself. Try to pick jail key on the wall. You'll have no luck 
because LeChuck will capture you first and chuck you... 



...In the dungeon with Wally. hanging over a pit of acid. Use your straw on 
that green goo you made earlier and spit on the shield to your right. Keep 
spitting until you put the candle out with some nifty deflection. Use the 
matches (they're in the Ju-Ju bag) to cast some light on your current 
predicament. 




-The jungle and get the rope from the box. Open the box with the crowbar and take out the dynamite. Follow the parrot's earlier directions. Keep giving 
the parrot crackers for new directions until find out how to reach the cross. Use the shovel on the cross then, when you hit concrete, light the dynamite 
and put it in the hole... 4 
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LeChuck's 
Revenge 



Continued 




In this storeroom open the boies until you find the voodoo doll and tht 
balloon. 



if 



Tic the crowbar to the rope and use it on the metal rods above your head 
and then hang around and wait for help. When the lights go out again hunt 
out the lightswitch and use it. LeChuck will appear and repeatcdedly hassle 
you by magically sending you to different rooms. Depending on where you 
go. here's what you do in each— 





In the elevator push the lever when LeChuck appears to trap his beard in 
the lift doors. Now grab the beard. 






Having done all these tasks, wait around for LeChuck to appear. Give 
LeChuck the hanky Stan gave you earlier. Now, work quickly! Put the 
skull, the hanky, the underpants, the beard and the voodoo doll on the 
J 11 Ju bag. You now have a voodoo doll of LeChuck... 




In this room use the gloves and the balloon on the helium cylinder. 
Operate the coin-return slot on the grog machine. When LeChuck appears 
and bends to pick up the coin make a grab for his underwear as he bends 
over. 





In this first-aid room pick up your dad's skull, open the bin and get the sur- 
gical gloves from inside and take the hypodermic syringe from the 
medecine drawer. 






CIVILIZATION 

Vlicroprose) 

* couple of smart titbits for Sid 
Meier's strategy epic. If you're find- 
ig that it's always the same enemy 
?ving you hassle, hold down ALT 
Hid press R to instantly randomise 
personalities of the leaders of all 
Civilizations! Also, on some early 
*tsions of the game, holding down 
*IFT and pressing 123456789 in 
-#n gives you a complete world map 
nat allows you to see into enemy 
Jtles and generally peek behind the 
■cenes. This feature was discontin- 
ued after the game's first release, 
*ut it's worth a try all the same. 



PUSHOVER 

Ocean) 

»*any thanks are due to the boys at 
*ean for this complete set of level 
odes for their top puzzler. T 



WIZZY'S QUEST 

(The One) 

We've had a terrific response to this 
jolly little PD game featured on our 
coverdisk two issues back - including 
a glut of hints, tips and cries for help. 
So, with thanks to Greg Panktewicz 
among others, here's the complete 
set of level codes to help you reach 
that oh-so odd end sequence. (Note 
Level 25 doesn't have a code, as it is 
a bonus round). 
5 - WISEMAN 
10 • DOORWAYS 
15 - MAGGIT 
20 - X-MAN 
30 - HAWKEYE 
35 - AMIGO 
40 - CADE 
45 - ASTRONUT 




1.00512 


21. 


15878 


41. 


31246 


61. 


17982 


81. 


29439 


2.01536 


22. 


14854 


42. 


32270 


62. 


16958 


82; 


30463 


3.01024 


23. 


14342 


43. 


31758 


63. 


16510 


83. 


29951 


4. 03072 


24. 


10246 


44. 


29726 


64. 


16511 


84. 


31999 


5.03584 


25. 


10758 


45. 


30238 


65. 


17023 


85. 


32511 


6. 02560 


26. 


11782 


46. 


29214 


66. 


18047 


86. 


31487 


7. 02048 


27. 


11270 


47. 


28702 


67. 


17535 


87. 


30975 


8. 06144 


28. 


09222 


48. 


20510 


68. 


19583 


88. 


26879 


9. 06656 


29. 


09734 


49. 


21022 


69. 


20095 


89. 


27647 


10. 07680 


30. 


08718 


50. 


22046 


70. 


19071 


90. 


28671 


11. 07168 


31. 


08206 


51. 


21534 


71. 


18559 


91. 


28159 


12 05122 


32. 


24590 


52. 


23582 


72. 


22655 


92 


26111 


B. 05634 


33. 


25102 


53. 


24094 


73. 


23167 


93. 


26623 


T4 04610 


34. 


26126 


54. 


23070 


74. 


24191 


94. 


25599 


IS 04098 


35. 


25614 


55. 


22558 


75. 


23679 


95. 


25087 


16. 12290 


36. 


27662 


56. 


18494 


76. 


21631 


96. 


08703 


17. 12802 


37. 


28174 


57. 


19006 


77. 


22143 


97. 


09215 


18. 13826 


38 


27150 


58. 


20030 


78. 


21247 


98. 


10239 


19. 13314 


39. 


26638 


59. 


19518 


79. 


20735 


99. 


09727 


20. 15362 


40. 


30734 


60. 


17470 


B0. 


28927 


00. 


44543 



Phew! After that hefty main course of detailed 
hints, dues and solutions, what you need to settle 
your stomach are some wafer-thin, bite-size 
morsels of choice cheats. So here they are. And if 
your indigestion persists, you can always pop 
along to our regular Games Surgery to make an 
appointment with the good Doctor. 



MARC 

(The Hit Squad) 

With this little baby recently released 
on budget, we thought we'd dug up 
this cheat that should help relieve 
some of the frustration. At the start 
of the game, walk right until the first 
dustbin appears, kneel down and 
keep shooting it until it turns blue. 
You should now find that typing 
BLAST will set off a handy smart 
bomb. 

PROJECT-X 

(Team 17) 

Actually, this is a bit of an un-tip. 
You may remember that last issue 
we (amongst others) printed a cheat 
that supposedly got you into the 
game's bonus level. It now transpires 




that the tip was a hoax and no such 
bonus level exists. We thought we'd 
better let you know in case you were 
going out of your heads wondering 
why it wasn't working. Sorry chaps. 
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THE GAMES SURGERY 

Due to circumstances beyond his control. Doctor David 
Upchurch has been forced to check into a private alcohol reha- 
bilitation clinic for a few weeks. Fortunately, Doctor Gary 
Whitta has returned from vaccinating orphans in South 
America to fill in for him while he's drying out. The surgery is 
now open, would the first patient please step this way... 




o 



Dear Doc! 

There is only one way of say- 
ing it - I need help! I can't get 
far on Fire A Ice or Harlequin, 
and I've been trying for ages! 
Are there any cheats for either? 

Yours sincerely, 
Simon Barker, 
Norwich. 

Tut tut tut. Normally I don't 
approve of dispensing medication 
to patients who think that short- 
term medicinal remedies are the 
answer. Considering that Fire & Ice 
hasn't been out very long. I find it 
difficult to believe that you've been 
trying "for ages". Unfortunately, 
no help is available anyway, as 
medical science has tried and failed 
to find any cheat modes for either 
of the two top platform games. 
May I suggest you try out the old 
adage "practice makes perfect"? 

Dear Doctor 

I have been playing R-Type II 
for one month and it is driving 
me madl So please could you 
tell me if there are any cheat 
modes at all. 

Yours hopefully. Had! 

Siddiquee, 
Newcastle on Tyne. 

ONE MONTH? Is that all the time 
you give a game before resorting to 
medical science to solve your prob- 
lems for you? Hmmm, I'm not sure 
if you really need my help. I think 
a little more patience would be 
more in order. But seeing as you 
said please, I'll help you just this 
once with an experimental remedy 
you might like to try. During play, 
pause the game and hit the left 
mouse button. The screen border 
should turn green. If it doesn't, hit 
FI and that should do the trick. 
Now. when you unpause. you will 
be invincible to the aliens and can 
only be killed by running into the 
background. I'm also sending you 
my leaflet on cheat mode addic- 
tion. I expect you to read it. 



Dear Dr Upchurch 

I was wondering whether you 
have any cheats for Hybris and 
Battle Squadron. I have been 
playing them for one year and 
only got to the 3rd level of 
Hybris and the 2nd level of 
Battle Squadron. They are both 
really annoying me. 

Yours hopefully, 
Ross Stephens, London 

I can indeed help you with both 
games. For Hybris, enter your name 
as COMMANDER on the high-score 
table. F10 will then make you invin- 
cible, F9 skips levels and F2-F8 
equips you with extra weaponry. 
Also, hit space on the title screen 
(after the cheat) to access a special 
options menu. On Battle Squadron, 
typing CASTOR during play gives 
invincibility. Use the function keys 
to cycle through the various 
weapons and power settings. 

Dear Doctor 

Please can you help me, I am In 
a terrible state! I have been play- 
ing and enjoying the brilliant 
Sensible Soccer for the last 
month or so, but one aspect of 
the game is causing me terrible 
frustration. HOW DO YOU DO AN 
OVERHEAD KICK? I can do the div- 
ing headers and everything else, 
but the scissors kick is a complete 
mystery to me. Is there some spe- 
cial control not mentioned in the 
manual? Please reveal this tech- 
nique to me, as I am bursting to 
do some bicycle shots like Pele, 
Yours frustratedly, 
John Corrigan, Bath 

Mmm... yes. I'm afraid it's not good 
news. Mr Corrigan. Would you like to 
sit down? Unfortunately your condi- 
tion is terminal. You see. despite 
claims to the contrary on the game's 
packaging and advertising. Sensible 
Soccer doesn't actually have overhead 
kicks in it. The feature was removed 
just before the game's release. It's just 
one of those things. I'm afraid. 



Dear Doctor 

I have recently purchased 
Graham Taylor's Soccer 
Challenge, and I am having a 
particular problem that hampers 
my enjoyment. It is that after 
the first couple of games my 
players' overall skills start to 
slowly decline. By the time I've 
reached the half-way stage even 
my best players wouldn't get 
into the Northwich Victoria II. I 
don't know what's wrong as I 
train them three times a week as 
the manual suggests. Maybe it's 
something to do with player 
training. The manual gives very 
little information of how to use 
this system, apart from that you 
should use It sparsely to avoid ft 
having a detrimental effect on 
your players. Please can you help 
me enjoy this game to the full by 
sorting out this small problem. 

Tim Pankhurst, 
Harpenden, Herts 

If you read last month's tips on 
Graham Taylor, you would have 
found out that, for optimum results, 
you should train your players four 
times a week, not three as the man- 
ual incorrectly states. Now, if you'd 
like to make your way out, I have 
patients with real problems to see... 

Dear Doc 

I am having a lot of trouble 
with Ocean's arcade adventure 
Elf. Please could you prescribe 
something to help me reach the 
later levels. 

Yours tragically, 
Carl Blackyard, Brighton 

I can Indeed help you, young man. 
Recent breakthroughs in this tricky 
area of medical research have 
revealed that if you type 
CH0R0P00 during play, you will 
receive 99 pets. You will also find 
that pressing W and H turn you into 
a wolf and hero respectively. If you 
have any problems, do not hesitate 
lo call me, but remember that I am 



unable to make housecalls betwe* 
the hours of 9pm and 9am 

Dear Doctor Upchurch 

I have recently bougr 
Domark's Star Wars trilogy 
pilation, and one aspect of 
first game is driving me nuts, 
the final trench section, 
Kenobi says "Use the fore* 
Luke," and I'm told there's a 
bonus for doing so. The 
problem is, I don't know how 
use the force! Please can 
help me, as it is making It v 
hard for me to get big sco 
Andrew Dividson, Ca 

Dear oh dear, I thought we'd vac 
nated this particular complaint ii 
oblivion years ago. But obviously 
odd isolated case still crops up. 
solution is simple - refrain from finr 
all the time you're travelling d< 
the trench, until you reach 
exhaust port at which time you 1 
fire a single shot to destroy the Dei 
Star. This does of course mean 
you have to avoid the incoming l< 
fireballs instead of blasting them, 
as you will see the hefty bonus m; 
it well worthwhile. 

THE SURGERY IS NOW CLOSED 
And so another day of healing 
the sick and caring for the 
needy draws to a close. Doctor 
David Upchurch will be back in 
his office in time for next 
month's surgery, so if you hav* 
a complaint of any kind, please 
do not hesitate to write in. 
Remember, most things can be 
cured if they're caught early 
enough. Write to DOCTOR 
DAVID UPCHURCH MO, The One 
Priory Court, 30-32 Farringdon 
Lane, London EC1R 3AU. 
However. Doctor Upchurch 
regrets that he cannot reply 
personally by mail or answer 
queries over the telephone, as 
he Is often in conference with 
his partners Jack Daniels and 
Jim Beam. 
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COMPUTE-A-RACE 

'THF HORSE-RACING PREDICTOR* 



.Brilliant pioco of software.... Never had so many winners....' 

- Mr B Worthing <CR t User) 

Written mtlusWy In If* Amiga. Coipr*? a Rice • ts 
THE Host flwrrj pnaciior pnxT*n'Qw» 2 fan d 
nlansm lots tot* onsurW aau'A tc«aa«ig ma 
aoatJ MHIng a*« on »7 Flat Wtwai Urt oce 
fSMinQflET SEIKIOR BET CAlCULATOfl. 
SIMSrtCS Sowft NOIE BOOK. Ov-Scwi HELP , 
IW0BM4II0H iOO M IBM Cri UK 
Mail Ordir Only 

Beffinjroi ProH tS 8a*nQ FaFlTf 
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(Sw*»dfoMm> C999 
(Emubvi Efliltw) IMM 



£14.99 



CHEQUES/PO PAYABLE TO HAND1S0FT 

HAND ISO FT. 37 Hea/sall Lane. Spon End 
COVENTRY CV5 6HF 



DIAL - A - TIP 

Cheats, Tips, and Game Solutions 



CHEATS GALORE 
0891 lOl 234 
MEGATIP GAMESLINE 
0891 445 987 
AMIGA GAMESTIPS 
0891 445 786 
AMIGA HOTLINE 
0891 445 985 
SHADOW OF THE BEAST I AND II 
BARBARIAN II SOLUTION r 

0891 442 022 
FIRST S AMI KM HELPLINE 

0891 445 926 
MAGIC POCKETS/RODLAND 
SOLUTION 
0891 445 928 
COMPUTER FUNLINE 
0891 445 799 
WHIZZ KID COMPUTER QUIZ 
0891 101 255 
FOR INFORMATION ON ALL OUR 
HELPLINES 
0891 445 904 

ALL LINES UPDATED WEEKLY 
PROPRIETOR:- Jacqultna Wright. P.O. Bo« 17 Aahton-Under- Lyme 
Calls coat 36p per mln at Cheap rate' and 48p per mln at other times 




Football Masters ts the very latest MuKt-Manager Football Simulator for 16 
bit computers. After 4 years ol development u* are proud to announce the 
release of the most comprehensive football management game ever. It's 
waiting to test your skiBs right now! Features Include: - 

MuttiManager game (or 1 to 4 Players. Three levels of difficulty 

Match highlights minute by minute, make substitutions or team changes at any time. Live 
in)urtes. yellow/red cord* and named goal scorers 1MB version has extra Graphics, 
animations and realistic digitised sounds. (An option can rum this feature off) 
Full UK and European Cup itinerary. Includes FA. League, Zenith Data, Leyiand Daf. 
European , Cup Winners and UEFA Cups. All cup match lufes haw been made as accurate 
as possible Two Leg Ties. Extra Time. Away Goal Rule. Seeded Draws, Byes, etc. 

All 4 league divisions with play-offs and league expulsion. 

Real initial, surname, league career records, height and age entered for all players as al 
he start of the 91/92 Season. Five skill ratings per player, separate five for goalkeepers. 
Plus 15 other special attnbutes like Captain. Super Subs & Mobility. 

A lively and real-time transfer market, with an approach facility, negotiate wages and 
contracts Phis loans, free transfers and trainees Unique and simple training system to 
improve player skills. 

High quality printer facilities to list all the vital Information Masses ol historical statistics 
on past games, players and manager. Quick game data load and save 
All screens updated quickly and displayed In a pleasant format, which is easy to use and 
comfortable to read. Fully mouse operated. Printed instruction booklet with plenty of 
diagrams A separate Editor is available to change saved/initial details 

There are many, many other little thing* that make this gome the most addictive and 
accurate Interpretation of a Football Managers season. It would be Impossible to list aU the 
features in this advert but we assure you that thb Is the best . We have thousands of satisfied 
customers from our previous edition of this game, many are still playing It 1 8 months after 
purchase See the order form below lor details on how to order this incredible game 



Available for oB Atari ST s and Amiga's PC version corning soon 




A 5 00 Plus com pat 



48 hour despatch available 




An amazing graphical strategic simulator that's fun for ail the family. 0 
or 2 players on keyboard, mouse or Joystick. Pick your moves from the 
selection available and watch your animated warrior battle it out. Watch 
the energy bar indicators and plan your moves. 
You can edit your very own new wrestler or amend a wrestler already 
created ( 1 6 are provided on the game to begin with). You can change any nome. colour 
ol bghts. linings, flesh tone and hair together with afl the lighting skil values, weight etc 
Instructions are also provided which show you how to change the way any wrestler looks 
or you can create whole new ones Amiga 1MB RAM Only E19.95 

(070 2) 600557^^ ^7°^""" 

MAII ORDERS 

■ Al the programs defatted in ths advert are only avoflabkf through tared mail iron tSP ScCiuarc 
I Name - Address - 



~H.M-."I>"I 







have an 



..Postcode Tal_ - 

_ compute/, please send me the following items: 



I 
I 
I 
I 
I 
I 
I 

jlei 

ICut out and post this form to (photocopies or written orders are acceptable. 
|ESP ScAwarefTO^. 32a Southchurch Rood, ^*>urhend^« >-S>-.i. j w^SS 1 I NI) . Uv J 



Quant ilv 


Description 


Unit Coat 


Tota]_ 




Football Masters 5 12K 


19 or, 






Football Masters 1MB 


24.95 






Football Masters Editor (Not 512K Amiqo) 
wrertlknq Masters (AMIGA 1MB ONLY) 


12.00 

1 .-,->: 






Amlqa 51 2K RAM Expansion 


29.00 






Amiqa 512K RAM Expansion * Clock 


34.00 






POSTAGE |Non UK add El .00. not BFPO) 


1.00 
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Welcome one and welcome all to the best bargain basement in any Amiga mag. If you've 
got no cash, this is the place to be. Although there's not exactly a mountain of software 
released this month, never doubt that whatever the weather we'll always be here to 
guide you through the eternal maze that is Cheapos. 




CAPTAIN DYNAMO 

Codemasters £7.99 



SOCCER PINBALL 

Codemasters £7.99 



It's flippin' fabby football tun", 
claims the the blurb accompanying 
the Codies' latest offering. Obvi- 
ously with hyperbole like this the 
game's got a lot to live up to. so cou- 
pled with the inevitable comparisons 
with the really rather good Pinball 
Dreams, Soccer Pinball has a lot of 
work to do in the bow, Brian. 

The idea behind the game is inter- 
esting, if not a whole lot else - it's basi- 
cally computer pinball with some inter- 
esting graphics. The first table we come 
across is. unsurprisingly, based loose- 
ly on a footballing theme. Pop-up pins 
representing the goalie and defenders 
can be removed by a firm boot with 
the ball, leaving the goalmouth free to 
score - a task made frustratmgly diffi- 
cult by the lack of power that the flip- 
pers supply to the rather 
Lego-looking ball. Two 
goals later and it's on to 
the neat table which. 



Unfortunately, Soccer Pinball simply 
fails to stand up either as a pinball sim- 
ulation or just an entertaining diversion 
for bored soccer fans. The graphics are 
fairly colourful but the sound's restrict- 
ed to spot effects and the ball move- 
ment is as unrealistic as it possibly 
could be, with the sphere soaring of* 
into completely random directions 
which bear little resemblance to the 
laws of physics. The gameplay seems to 
require the minimum of skill, the tables 
are confusing and the instructions give 
no clues as to what should be going 
on. All in all, it boils down to an excep- 
tionally unrewarding experience and 
one which, unfortunately, cannot be 
recommended. 




Captain Dynamo is not your aver- 
age sort of grandad. He doesn't 
sit about all day, talking aboui 
the war, moaning about the youth 
today and going on about how much 
better it was in his day. Oh no, Captain 
Dynamo doesn't sit about at all. He's 
far too busy retrieving the world's 
largest diamond collection from the 
mad scientist Austen Von Flyswatter 
(who wntes this stuff?). This is not your 
ordinary platform adventure hero. This 
is Captain Dynamo! 

What all this boils down to, of 
course, is a fairly pleasant platform 
romp, the idea being to clear each level 
of diamonds whilst progressing ever 
higher up the platforms until the level 
exit is reached. From here our heroic 
pensioner is transported to yet more of 



the same. It's a game whic* 
doesn't offer anything new or pa' 
ticularly exciting but is well pro- 
grammed and designed Tht 
lh^| graphics are quite attractive, sour*; 
satisfactory and the overall feel * 
very, urn, 'nice'. (One of my Engli 
teachers told me never to use 
word for some reason, lie used 
say "It's not in the dictionary" but 
I've just looked it up and it is, so 
just goes to show that you shouldn"? 
believe everything that the grown-ups 
tell you, right kids?). 

One of the best things about Cap 
tain Dynamo, though, is its welljudgeo 
learning curve. With each subsequent 
go I progressed further through the 
game and it never became a chore hav 
mg to replay the early levels. Ideally 
suited to younger viewers it's a worth- 
while way to spend a few hours here 
and there and is certainly mote 
playable than a few full-price titles I 
could mention. Playing Captain 
Dynamo is rather like watching an 
Arnold Schwarzeneggar film - not 
exactly a wealth of surprises but enjoy 
ible none- the- 1 ess. 

RATING 75% 






SWITCHBLADE II 

3BH £7.99 



The assault on those confound- 
ed consoles continues with the 
re-release of Gremlin's follow-up 
*) its Core Design-ed hit Switchblade, 
"he game received high critical 
appraisal when first published in May 
*st year, being one of the first of a new 
rreed of slick and flashy platform 
Mmes that have appeared on the 
Amiga with increasing regularity ever 
--nee. But does it stand the test of time 
»nd the competition of newer games 
•«e Zool and Robocod? 

Right from the start it's obvious that 
designers set out to create a 
ipanese style scrolling shoot-'em-up, 
and they've succeeded. The main sprite 
*ould not look out of place in Akira 
md the rest of the visuals are similarly 
fcjturistic, with all manner of flying 
drone ships, supersonic jets and beefy 
■obots zipping about - exactly the type 
ef commuters you'd expect to see trav- 
eling to work in a futuristic. post-Apoc- 
•yptic city. 

The gameplay is finely tuned as well, 
•kith the overall player control fairly 
straightforward. Running, jumping, 
dimbing and squatting are all easily 
executable and the 'Super Jump' 
becomes second nature after a few 
Minutes. It's also a fairly tough game 
— <Th large levels and a wealth of bonus 
-ooms to explore so there isn't really 
■y chance of a quick completion 
wiless you're some form of gaming 
vjper-breed (a bit like us, actually). 

Overall, there isn't much wrong with 
Switchblade II . It's just that now, since 
mings have progressed on a pace, it 
ooesn't seem to be the Amiga's 'Con- 
sole Beater' that most people said it 
was initially. It's hard to find fault, or 
leed highly praise, the game, it's 
between average and good really. If 
: j buy this game I'm sure you'll not 
be disappointed, but I feel had it not 
been so highly appreciated in the first 
place I would be happier giving it the 
, <ghtly unimpressive rating it's going 
*j receive, which is.,. 



RATING 70% 




SUPERCARS II 

GBH £7.99 

Re-release time again, Budget 
Fans! Programmed by driving 
game maestro Shaun Southern 
(Lotus 1, 2 & now 3), this is the follow- 
up to Supercars, a well-received vari- 
ation on the overhead SuperSpnnt-ish 
racing game style. The objective is to 
race through three groups of seven 
courses arranged in increasing diffi- 
culty, eventually emerging as the 
Supercars II Champion. 

Easier said than done, really, as the 
tracks aren't standard by any stretch 
of the imagination, mast being 
blessed with jumps, tunnels, oil haz- 
ards and level crossings which all 
make the qualification place (you've 
got to be in the top 5) hard to achieve 
in some of the later levels. If that 
wasn't enough the opponents will 
think nothing of throwing a few mis- 
siles your way or dropping a couple of 
mines here and there (a tactic being 
looked at by the Maclaren Team to 





improve their 
chances of catch- 
ing Nige in next 
year's Formula 1). 

Of course, you 
can use these 
devices as well, as 
long as you pos- 
sess the readies to 
buy them. Money 
is earned by finish- 
ing well or by con- 
versing with the 
lowest form of life 
- (ournos from the 
tabloids. They'll offer hard cash for any 
sort of dirt or revelation as long as it 
will sell their papers These conversa- 
tions happen at random after each 
race and are presented as a multiple 
choice affair. Reporters aren't the only 
people you can chat to and it's possi- 
ble to gain or lose championship 
points depending how well you fair 
against (can you believe it?) Driving 
Examiners. If you have any friends they 
can join you in the quest for glory by 




■■■pin in iii 
'mm: 



» 



racing simultaneously in a split-screen 
duel, whif-h, unfortunately, means you 
lose half your field of vision 

At the end of the day. Supercars II 
is a smooth, playable overhead racing 
game, and if that's what you're after 
then there is probably none better 
than this, at least until Team 17'$ 
Overdrive appears, anyway. 



RATING 80% 
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COMPETITIO 



WIN! 



A BRAND NEW A600! 




i 



PLUS! I 
for the 



0 Copies of 
grabbing! 



HOI up 




This summer's surprise star has to be cute lit- 
tle Hoi. The game just turned up in the post, 
out of the blue - no warning, no nothing. 
And here at The One we nearly spontaneously 
combusted with excitement when we loaded it 
up and sampled its hyper-cute graphics, devious 
game design and creamy-smooth payability. In 
fact we were so entranced by Hoi's all-round 
wonderfulness that we awarded it a more-than- 
deserved 90% rating. 

And now you too will be able to sup on Hoi's 
delight as it should be hitting a software shelf 
near you right at this very moment. And to cele- 
brate this fact The Software Business are offering 



ten lucky readers the chance to win themselves a 
copy of the binary beauty to play in their very 
own homes and, even better, one of them will 
also win a gleaming new A600 to play it on! 
Good enough for you? 

LET'S HEAR THE CHALLENGE THEN 

Every top celeb has a catchphrase. Michael Bar- 
rymore has "Al wight!", Jim Davidson has "Nick- 
nick!". Mike Reid has "Migraine!" and Bruce The 
Rug' Forsyth's got loads, including "Nice to see 
you, to see you nice!", "Give us a twirl, Anthea!", 
"I'm in charge!". "Didn't he do well!" and "It 
could. still be a big night if you play your card's 



right!". And Roy Walker who hosts a gameshow 
called 'Catchphrase' has his own catchphrase 
which is "Say what you see!". Weird, eh? 

And Hoi, who has now achieved celeb statu 
himself, has a catchphrase too, of course. It's not 
quite as good as those telly comedians' mer» 
tioned above but it'll do and it's ... 

HOI, LET'S PLAY! 
What we want you to do is make as many wora 
as you can out of the letters in his catchphrase 
Bear in mind that each letter can only be usee 
and each word must be three letters long at lean 
And no rudies or lewdies - Gaz'll probably be 
opening the entries and he's very easily shockec 

List all the words on a neat piece of paper anc 
send it to us along with the coupon below. The 
ten people with the most words will win a cop» 
of the game while the person with the utmor 
will win the A600. In case of a tie at the top there 
will be a random draw for the winner. Got that' 
Then get thinking! - 

THE RULES 

This competition is not open to employees c* 
EMAP Images or The Software Business, thee 
friends or relatives. The competition closes or 
October 21st. The Editor's decision is final anc 
no correspondence will be entered into. 



Fill in this coupon, attach it to your list and 
send it to: Hooray for Hoi Compo, The One. 
Priory Court, 30-32 Farringdon Lane, London 
EC1R3AU. 




Name: 



Address: 



CITIZEN 




ALWAYS A GOOD IDEA 



Stllea presents some great 
otters on mo award winning 
range ol rngh quality matrix 
pnnters from Citizen. Each 
Citizen printer Is built m the 
UK to exacting standards, 
ensuring superb reliability and 
output Our confidence In 
Citizen's quality ts such that 
we are pleased to Include a 2 
year guarantee with every 
pnnter. Phis, il you buy a 
Citizen dot malm pnnler trom 
us. we will give you the S*ca 
Printer Starter Kit (worth 
£29.381 FREE OF CHARGE! 



FREE DELIVERY 
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SILICA SYSTEMS OFFER YOU 

• FREE OVERNIGHT DELIVERY: On all hvdwara ontor* atapped in tPe UK mainland 

• TECHNICAL SUPPORT HELPLINE Taam ol taOvWcH es»fl» il your gorvce 

• PRICE HATCH: Wo normally maKB compatrton on a '581118 product Same pnoi" I 
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• THE FULL STOCK RANGE Al ol your raoulrements trom or* tupp"** 

• FREE CATALOGUES: WW be martad to you with ofan - softwafo and por.p|-«ral OOiaii 

• PA YMENT: Major oradH carta, caatt. cheque or moneNy tem» 

Belora you deoOe WW" to boy your raw power, wo tuggssi you OUr* very carahiay aboul WHERE ywi 
buy « Conilder kMI n m4| ba Hke a lew rwaha aNer you na-a made your puicfia*e •nan you may 
raguira addaonal peiipharala and aooaaaonea. or noip ana advtce wHh yoi» new purchase. *nd_« ■* 
cunrany you Duy trom comaa you «B» delaHa o< ne* prooucla ' Al Silica Sywema « eroujre M VM 
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when ■ ascend lo none Bui donl jusl Maj our word tar « Complele ano relurn me coupon now (or our 
■mm) FFtEE ahnture and Pagm lo eapenence Ino "Saca Syalrma Seivca' 



HAIL ORDlfl H rne Mews Hithartty Rd. SHIcup. tart DAI4 4DX Tel: N1-NI tW 

cJSfTi*. o»m u^i a oo-^oto" no lA rayt om~*i f .. **i X' >oa ox* — 

fOHDON SHOP W ToOwtam Court RbH Lonftrru W1P 06* Tel: 07V5M I4H0 

10KOON SHOP 
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PREMIER MAIL ORDER 

Titles marked * are not yet available ana" trill be sent on day of release. 
I lease send cheque/PO/ Access/Visa No. and expiry' date (Cheques & PO's payable to Premier 

Mail Order) to : 

Dcpi THOU). Trvbridgo Ltd., 8 Buckwins Sq., Burnt Mills. Basildon. Essex. SSH IHI. 
Please state make and model of computer when ordering. P&P inc. UK on orders over £5.00. Less 
than £5.00 and Europe add £1.00 per item. Elsewhere please add £2.00 per item for Airmail Tl)ese 
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JOYSTICKS 



4 Wheel Drive (1 meg) „_ 1999 

l*2MegUograde 94 99 

1 ? Meg upgrade *nn cock M 99 

30 CoruUrucMn Kil _ 3299 

4D Dn«m(1Ueg) _, 1299 

2 Hoi To Handle _ 1699 

Afcen3*__ „ 19.99 

Arsenal FC* 1699 

Ashes rjt Emprt •_, „ 22.99 

Award Winner. 1699 

Acdam* Family..., _ 16.99 

A*Bue _ 2299 

*j> Duel* . 2299 

Air Lend Sea . 2499 

Air Support' 1999 

•SI ~— ~ — — A98 

B on Mcatraz ■ 16 99 

AMOS _ »99 

AMOS 30 , 24.99 

AMOS Compiler 1999 

Another World 19.99 

Arkaniod 2 6.99 

B 17 FTying Fortress (1 meg) * 22,99 

Batman the Caoed Ouwder 6 99 

Baiman The Movie 6.99 

Battle Cress r 1699 

BattWoade*..™ 19.99 

Beasibusters 999 

Beach VoUy 699 

Board Genim _. ___.„„._ 1999 

Biros 0* Pray (i Meg) 

Sue*. Crypc 1 1 Mag) 

Blues Brolhen 

Bonar_a Bros 

4DBo»mg ,._. 

Babble Bobbie 

Budokan , 

Caoal 



.■•"<•■: 

Char) Attack 1 

Chase HO 

Capcom Collection 

Caiitorta Games 

Calilorna Games 2 • 

Can Laws Cnaiengt * ... 

Cavadar ,-,-.-__„_ 

Cadaver Data Due 

Captive 

Centurion ._._.. 

Cnamconsn« Manager (1 Meg) . ... 

Chaos Engine • , 

Chuck Rot* 2" 

CMkMoOnfl Meg) 

Gonan The Cimmenan* 

Conhnentai Circus 

CoolCroc Twins 
Coven Action |l Meg) 

Out Cm 3 , , , „ 

Cncfcet i meg _ , 

Curse ol Azure Bonds (i Meg) . 

CyoartaH ___ 

Daley Thompson Challenge 

Oar*. Sun : Shattered Lards' ... 

Oealhbnnger _ 

Death Knigms 01 Krynn 0 meg) 
Demonsgate ' 

Disney Animation 

Di_» CoSetton , 

Double Dragon 
Double Dragon? 

Double Dragon3 

0-agon *. -,, 

Dreadnought » ._ 

Dune 

Dyabasie'* - , 

Ehma2(lMeg) 

Epe __ _ — 

Euro Fooiba* B—p 

Euro Soccer * , 

Eye crime Beno'der 1 1 meg) 

Eye mine Beholder 3 41 Meg) 
Eye o* the Slorm ' ___________ 

FiSStnke Eagle. (I Mg| 

FieCombai Pilot ,.„.,. , 

F1 9 Stealth Fqhier 

Falcon V 

Fetal Fight __.,_._ 

ftl unik*~~-, 

First Samurai - Mega Lo Mania 

Flag • , 

Flight ol The Intruder 

Flood _ _ 

Formula One Grand Pru (1 Megi 

Football Drector 2 (1 Meg) 

Football Crazy 

Fun School 4 5*7... „ 

FunScnoo«4M1 



?2 99 
1999 
16 99 
16 99 
16 99 
699 
899 
699 
2299 
IB pg 

1 0 98 
699 



16 H 
12 99 

999 
1299 

.699 
1699 
1699 
Ifl H 
22 99 
1991 

899 
1699 
22 99 
1699 

999 
• I 08 



ei n 

. 1999 
19.98 
28 88 
5999 
1699 



1699 
699 
22 99 
19 99 
■ 999 
24 99 
1999 
1699 
1699 
1999 
21.99 
i., 

2199 
.7.99 
.1999 
24 99 
.16 99 
'699 
'999 
1999 
1499 
899 
22 99 
1699 
14 99 
1699 
1699 



Fun School 4 under 5 

GL0C-. „„. 

Games 92 Esoana.._„ 

Gkioai E fleet (1 meg) 

GaunleO . 

Gnoitbuftani 2 

Ghouei And G hosts _.„. 

Gobi™* _ ■.-.,_,„ 

Gods _._, ,-.„,......,., 

Godtaliw Action 



Godtalher Adventure ' (1 meg) 

Graham Goooh ,„ 

Graham Taylor , ,_ ,__.. 

Gun&h,p 2000 * 

G^ySpy .__ 

Hard Drwen .,_ 

Harpoon (tMeg) 

Harpoon BatlleseO 

Harpoon 

Ha'poon Scenario Editor 

Head Over Hees _ 

Heart ol China (1 Meg) 

HsMefl (l Meg) _. 

Harlequin -._...____ 

Hnchfters Gwde 

Hot* 

Hook 

Hunler 

Hudson Ho**. 

Humana * 

lan Botham , 

IK. , , 

Wmortal (i meg) 

Indy Jones AQantis Acton ' 

Mdy Jones ABantis Adventure ' <i megi 

Inl Spons Cnallenoe 

llhar 

l-antioe 

Jaguar XJ220 (1 meg) ..._ 

Jac* Nohlaus EiBa courses 

Jack NdOauB unlimited Got! { 1 Meg) 

Jack NOcaus Ciparl 

Jrn/ny Whiles Snooker _ 

John Madden _ 

John Barnes (1 meg) * 

KekO»2 _ 

Kr>0"2|l Meg) _ _ 

Krtgi Quasi 5(1 Meg) 

Knightmare 

K 02 Final Wheats __ 

K.02Gianuot Europe 

K.02 Return ol Europe . _ __ 

K O 2 W*intng Taacs , « 

Knignts ol the Shy (1 meg) „ 

Last Nin(a2 , 

last Ninjea__„_ 

Laser Squad 2 ' 



16 99 
1699 
1999 
1999 
16 99 



1699 
1999 
2499 
1999 
1699 



.1999 

699 

.22 99 



1399 
699 
22 99 
1999 
1699 
„ _.799 
1699 
1699 
1999 
16 99 
1999 



699 
899 

1999 
24 99 
1999 
.19.99 

699 

1699 

999 
1999 

999 
1999 
1699 
1699 

999 
11 99 



— — 



1999 
899 
7 99 
799 
5 99 
2299 
599 
. 1699 
1699 
1699 
799 
22 99 
■499 



Leather Goddess 

Leisure SiM Larry 5(1 Meg) 

Lenwigs _, 

Lerwnrtgs Constructon Kit ' 16 99 

lemmngs Data Do* 13 99 

Legend 1999 

Lethal Weapon 3" 16 99 

Links . 24 99 

Lord ol the fl-igs 19 99 

Lure ol The Tempiress , 1999 

M * -„...__.___™__2199 

Magic Pockets 16 99 

Magic Fly ■■ ,.,,-,-„■ B 99 

Mega Fortress (1 Meg) 2299 

MegnLO Mania 1299 

Moga Spons 19 99 

Moga Traveller t 1 1 Meg) 19 99 

Mega Traveler 2 (lUeg). 1999 

MicrocroseGonr|l Meg) . 2299 

Microorose Soccer 699 

Mq 29 Super Fujcnjm 26 99 

Moonstonei) Meg) 19 99 

M1 Tar* Platoon 1999 

Mdnight Resistance . ....699 

MkhhW2(1 Meg) 2299 

Ughl and Mag-: 3 29 99 

Myth .._ 1699 

Me* Zealand Story „ „,. .6 99 

Nigel Manse" Woirtt Champ* I B 99 

Nigmbreed * Action 6 99 

Ninja Caiecujn , 1399 

Operation Thunderbolt £ 99 

Operation Wolt . 699 

Ok -_. 16 99 

Pang ..„„__ .6 99 

Paperboy 2 ______ .1699 

P-M-Ola-ir. 1699 

PGA Golf Courses ___ 9.89 

PGA Tour Goll _.. 1699 

Pm&lll Jrna'tv. ... It, 99 



Plan 9 From Outer Space 

Player Manager 

Platoon 1 

Pools ol Oarkness i 1 Meg) 
Populous ___________ 

Populous? |i Meg) 

Po*wart_____. 
Ponermonger 
Powermonger Data Disc ' 

Premiered Megi 

RType-_ T „. 
R Type 2 



2A 9Q 

12 99 

699 

21.99 

999 

1999 

699 

...-,1999 

999 

19.99 



RB> 2 Baseball 

RamooS ___.„.. 

Rainbow Collect _n 

Rainoov. Islands 

RaMroad Tycoon (1 Ug_ 

Ramparts* , 

Reams (i Meg) 

Red Baron (I Meg) 

Red Heat 

Reach lor ihe Skies ' 
Red Zona 



Rck Dangerous ... 

Rise C* The Dragon (| Meg) 
«*»Y Woods 

Rooocop .. ,.,,.„. 1 

RobooopS 

Rooccod _ 



RugOy Wrytd Cup _ 

Rules ol EngagmM 

Hun The Gauntlet 

Sensible Soccer „ 

Secret o* Momey Island ( 1 Mg) 
Secret of Morftey SUnd 2 (1 Mg) 

Snaoo* Lands -..._,____. 

SJiadov. Sorceror . 1 - 

Shadow Wemors . -____ 

Silly Putty' .______. 

Sh.notx , 

Shoot Em Up Kfl 

Sil**orm 



Silent Service 2 (1 meg) 

Sim Art . 

Sim City - Populous 

Simpsons 

SkiOr Dk» 1 

Sc_celB89(lmeg) _, — ___ 

Space Crusade , 

Space Gun.,. 

Special Fc-cesO Meg) 

Steve Dava 

SWe* 

Striker 

Stnp Poker 2 - Data 

Super Hang On 

Super Terns* 
Snuflle' 
Slunt Car Racer 
Switchblade 
Switchblade 2 
The Manager 
Team Yankee 



1699 

.1999 
699 
. . 1399 
. 6 99 
2299 

16.99 

.1999 
22 99 
699 
2299 
1699 
699 
699 
2699 
16 99 
899 
1699 
1699 
.1299 
.1699 

699 

.1699 
1699 
2499 
19 99 
1999 



16 99 
899 
899 
899 
22 99 
22 99 
1999 
16.99 



1699 
1699 



7.99 

6 99 
.16 99 
699 
699 
1699 
34 99 



6 99 



Team Yankee 2(1 Meg) 

Teenage Mutant Turtles 2 

Tem>nator 2 . 

Their Fmesi Hour .__,__...._„_ 

Their Fmesl Uasions 

Thunoerhawk , — _ 

Tip 09 

Titus tne Fo« ________ 

TWU 

iMim* 

Turbo Chalenge 

Turbo Ch_enge 2 

Turbo Chaienge 3' 

Turbo Outrun ....„,__.._.. 

Turncen _ _,.„_,,,__.___ 

Tumcan 2 , 

TV Spons Baseball* 

TV Sports Basketball 

JMS2|lMeg) , — 

L«lima6|1Ueg) 

Lhopia ___. 

Lhcoa Data Disk 

Vfcings 

Voyager.- _ 

Wirvj C-ri-nander (iMegl* 

WonchMd 

Wo*d Cop Cricket 1 Meg 
Wo"0 Wrestling Fed 

Wnbaii 

rtakid 1 

Zoot Siatjon* „,_,_,„_ 



1999 
1699 
1699 
1999 
999 
1999 
1899 
1699 
1699 
..... 



16 99 



999 
1999 

999 
1999 

699 
1999 
1999 

999 
1699 

699 
22 89 
1699 
.1999 
.1699 

699 
1699 
■" 99 



Qulckjoy Jetfighler 10.99 

Fighler 4.99 

Quickjoy Turbo 2 8.99 

Ouickshol 3 Turbo 

(Sega Comp) 9.99 

Quickjoy Topslar 16.99 

Speedmouse 15.99 



BLANK DISKS 



Top Quality Unbranded 
Disks 

■0 x 3.5" DSDD 5.99 

20x3.5" DSDD 10.99 

50 \ 3-5" DSDD 23.99 

10(»\3.5" DSDD 44.99 



RKCYCI.KD FORMAT DISKS 



10 X3i"DSDD 4i0 

20 X 3.5" DSDD 8i0 

511 \ 3.5" DSDD 16.00 

100X3.5" DSDD J0.00 



E.A.SPECIALOFFIRS 



Leisure Suit 
Larry 2 
£14.99 



SPKCIAI. OKKKK 



KICK OFF 2 (I meg) 
NOW ONLY £11.99 



SPECIAL OFFKR 



Mega Lo Mania 
Now Only 
£12.99 



SPECIAL OFFER 



Cadaver 
Now Only 
£12.99 






Only three months into its creation, and Andrew Braybrook's 
Amiga sequel to his all-time C64 classic is already shaping up with 
the potential to be the greatest 16-bit shoot- 'em-up of the 
decade. And the only place you'll hear the FULL story behind its 
creation is here, in Andrew's own words in our exclusive serialisa- 
tion of his on-going development diary. The control mode is work- 
ing, some of the aliens are in and bullets are flying everywhere - 
but there's still a long, long way to go... 



PART THREE - JULY/AUGUST 
Tuesday July 21st 

Following on from the minor crisis 
reported last time that all of the plot 
routines were slightly flawed in a 
couple of obscure situations. I've 
been re-writing them all. Not from 
scratch, you understand - that would 
take ages - just the meaty bits that 
talk to the blitter. The required end 
result is a set of routines that are 
more efficient to run and amend to 
create new plot routines. That pro- 
cess took all morning. At the 
moment the game consists of a 
mishmash of all the different types 
of enemy that we've created so far. 
This is so that I can test them all by 
blowing up the ones I don't want to 
test. It also means that I can see if all 
the general routines are working, 
The objective in the early days of a 
game is to create a library of routines 
that are all thoroughly tested so that 
when complex stuff goes in later I 
know that any problems that occur 
cannot be blamed on what I call the 
'core'. Once all the core routines are 



working and they're as efficient as I 
can make them I can just forget 
about them, knowing that they're 
reliable. That's the theory anyway. 
New additions to the actual game 
are a slightly changed palette to give 
more different colour combinations 
and a mine-laying meaniethat drifts 
about, attempting to deposit static 
mines around the screen. The meanle 
tries to stay on-screen by selecting 
a new direction that sends it right 
across the screen. With a fast 
scrolling game it's important that 
the bad guys get seen, rather than 
lagging off-screen behind the action, 
vainly trying to keep up with the 
player's movement. This one's only a 
simple meanie but it's beatable, 
which gives the player a reward in 
out-sussing it. There's no point in 
having mega-intelligent meanies 
with the latest missiles and cloaking 
devices such that they are totally 
invincible. I might as well just print 
'Game Over' on the screen in the first 
two seconds and not bother to write 
any more. 



Wednesday July 22nd 

This morning's tasks were two-fold. 
One was to get the homing missiles 
nice and slinky so they get drop off 
from both sides of the Manta ship, 
then power off forwards before 
selecting a target and chasing after 
it. The second task was to think of 
something easier to do in the after- 
noon than code in the robot control 
mode. Unfortunately, I couldn't. 
Rather than have the simple 'fruit 
machine' sub-game of the original 
Uridium. I want a more complex 
arrangement whereby the Manta 
flies over the runway, transforms 
itself into a giant robot and then 
drops to the surface, breaking 
through the hull to the deck below. 
An alternate control mode then sees 
the player battling it out with the 
dreadnought's occupants Paradroid 
'90-style. only much simpler and 
quicker. And a right barrel of fun 
sorting it all out was. Grab routines 
from Paradroid '90 and Fire & Ice, 
add some new ones, smooth them 
out to make them faster and watch 



them not do what I wanted them to 
do. Background collision detection 
never was my idea of fun, but if 
everything in the game obeys the 
physics of solid objects properly the 
overall effect is better. It's one of 
those things you only notice if it's 
not there. I hate meanies that move 
through solid walls and floors that I 
can't go through. 

Thursday July 23rd 

A final bit of tweaking on the robot 
control mode allows me to walk It 
backwards while firing. Great for 
that dignified strategic withdrawal. 
Now to tie everything together. A lot 
of things need doing at once: the 
Manta-to-robot transformation 
sequence, setting up a second level 
with the surviving robots on it. trig- 
gering departure from the robot 
shoot-out. and finally getting to 
another airborne sequence. Such 
things as starting co-ordinates, a dif- 
ferent sized scrolling window and 
setting up surviving robots from the 
previous level rather than the play- 
er's lives all need to be arranged. 

Friday July 24th 

Put in a control mode for the drone 
robot. Unlike in the main game 
where the drone follows the con- 
stantly-moving main ship, the drone 
robot can collide with the player's 
main robot. It needs a cunning algo- 
rithm to keep it out of the way. I've 
rigged it to move away from the 
player if it is very close, and 
walk towards the player if far 
away. This currently works In 
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(Left) The graphic 
frames for the Manta's 
intelligent homing 
missiles, showing how 
they turn to track a 
moving target. The 
strange mine-like 
objects at the bottom, 
though finished, are 
still waiting for 
Andrew to decide what 
he wants to use them 
for. 



(Left) And here are the 
animations for the 
robot that the Manta 
transforms into for the 
end-of-ship sub-game. 
Vou can't see the feet 
here, as they are 
drawn as separate 
objects and added by 
the program later. 
Note how the frames 
havent simply been 
flipped - each one has 
been painstakingly 
drawn to ensure a real- 
istic lightsourcing 
effect. 
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open spaces but it remains to be 
seen how well it copes in confined 
spaces. Of course, the drone can be 
backed into a wall and approached 
and is unable to do anything about 
it. Also put in a robot weapon that, 
when fired, releases a bullet casing 
from the gun. This falls to the 
ground with a shadow before com- 
ing to a stop. Looks quite swishy. 



Monday July 27th 

Phillip supplied me with the robot 
animation frames, three in each of 
the eight movement directions. 
That's not really enough to show 
convincing walking, even from 
above. So, faced with either adding 
at least another 1 6 animation frames 
or finding another solution, my 
money's on thinking of a way out. 
How difficult can it be to control two 
feet separately, he says, remember- 
ing the 'Justice' episode of Red 
Dwarf IV, when the lads had 
mechanical boots on to escort them. 
I tried nearly all the possible combi- 
nations of add and subtract instruc- 
tions before arriving at a workable 
system involving a leading foot 
which spawns a trailing foot. The 
idea of two independent free-think- 
ing feet is nice but they'd probably 
go off on there own separate ways, 
rather like seven league boots when 
not properly supervised. So the lead- 
ing foot does all the work, setting up 
positions for itself and the trailing 
foot. This system is incredibly simple 
now that it's done, and the feet look 
great as one of them is always locked 
to the floor, just like real life. How 
many video games have managed 
that? Most tend to 'moonwalk'. I 
also slowed down the robot speed to 
show off the walking a bit better and 
it's a 500% improvement, and as a 
beneficial side-effect the drone robot 
now behaves much more life-like as 
it fidgets about if you chase it. 
There's no stopping me now, I'm on 
a roll. 

Tuesday July 28th 

Twas again a Firey Icy sort of day. I 
only mention this because otherwise 
you might think I'm taking a sly day 
off and also it illustrates that a pro- 
grammer hasn't finished with a 
game just because it has been 
released. I spent much time writing 
some playing tips which would be 
finished but for the fact that the edi- 
tor crashed on me while saving out 
the final version. Luckily I had most 
of what I'd written still on the screen 
so I wrote it all on paper and retype 
it tomorrow. 

Wednesday July 29th 

Bit of a wondering-what-to-do day. 
The game is now waiting on ideas 
and for fatty Phillip to draw the 
^ robot feet, which he's trying to 
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(Left) The famous ioniser 
"toothpaste" lasers, origi- 
nally used in Defender 
and lifted by Andrew for 
Morpheus make a come- 
back in Uridium 2. Look at 
those xingy beams go! 

(Below) At the end of 
each dreadnought, the 
a craft(s) transform 
ose famous "Robots 
uise" and crash 
gh the hull. Note the 
with two indepen- 
dently-firing turrets - a 
programming headache if 
ever there was one... 




take out something that probably 
won't stay anyway. How cheap can 
you get? So I wrote the high score 
and initials entry routines. 

Although boringly mundane tasks, 
they are still tricky to do because I 
like to present them differently in 
every game which means I can only 
nick tiny bits out of my old games. It 
has to be done sometime and it 
makes people think I've nearly fin- 
ished if the presentation side of 
things is finished. 

With possibly two players playing 
the game it has to work out if either 
player has just lost their last life, if so 
are they on the high score table and 
then what input device are they 
using to enter their initials. I've got 
the letters of the alphabet swinging 
round in a large oval with a Manta 
ship pointing to one of the letters. 
You just move the stick to rotate the 
letters and hit FIRE to select the let- 
ter which then slides into place. 

Thursday July 30th 

Drew some robot feet myself. By 
having one frame with a low shadow 
and one with a higher one it looks 
like the robot is lifting each foot off 
the ground in turn. Had a go at 
drawing a robot body too, which 
wasn't too bad but I can't face rotat- 
ing it in eight directions with all the 
lighting done properly. Finished off 



.. e high score routine bar some text 
to say well done. 

Friday July 31st 

Had another go at drawing a simpler 
robot body, and threw in as many 
colours as possible. This helps to sep- 
arate the different parts. Still can't 
face rotating it in eight directions. 
Although DPaint gives as accurate a 
rendition as is possible rotated at 
45 . it has no idea what I wanted to 
draw in the first place, so the maths 
takes liberties with my straight lines. 
What I need is one totally unlit frame 
drawn at 45 which can then be spun 
to get the three diagonals and then 
lit. Human ray-tracing, no less. Also 
created another plot routine to dis- 
play an object in one colour for 
showing that an object has been hit. 
It plots in this colour for one cycle 
before reverting to its original 
colours, giving a nice flashing effect. 

Monday August 3rd 

Phillip has yet again come up with 
something outside the scope of my 
software. 

Not satisfied with a tank with a 
turret, he wants a tank with two tur- 
rets, each with limited rotation. So a 
quick re-working of the turret-facing 
routines to allow limits to be speci- 
fied on the amount of rotation 
allows me to put his tank in. 



During this process I also hit upon 
another snag with the targetting-on- 
player bits. The tank turret needs to 
get position and rotation data from 
the tank body, with other data com- 
ing from the player to decide where 
to point. So I need another pointer 
to the player (as there could be two 
players) for the turret to remember. 
This is all helpful the other way 
round as the homing bullets of the 
players may need multiple pointers 
for their target and their parent, 
because a new weapon I developed 
today involves launching a smart 
missile which selects a target, fires at 
it and then moves on to the next. 

Tuesday August 4th 

Finished off the double-turretted 
tank which is suitably deadly, and 
put in a pair of ships that fly past 
lobbing a bullet between them, an 
old trick from a vector game circa 
1982. You can destroy either ship to 
make them stop or just don't get in 
their way. Working out the direction 
and speed for the lobbed bullet 
involved a bit of Pythagoras to get 
it to disappear in the right place, and 
getting the communication between 
the ships right was a pain. 

Wednesday August 5th 

I've noticed some weirdness going 
on every now and again when using 
homing missiles. Occasionally one 
will come out and chase nothing in 
particular or another homing missile. 
This is, of course, impossible. Track- 
ing it down involved putting in little 
tests in various places in the code to 
identify when the mistake was being 
made. I thought that maybe if a tar- 




get was destroyed by something 
other than the homer on its tail, the 
homer would still have a lock on that 
object's data record, so if a new 
homer was fired, it would use the old 
target data and be chased by the 
first homer. 

I shored up that bit so that targets 
dying hold on to their data record 
for one game cycle so that the 
homer always spots that the target 
is destroyed. This did not fix the 
problem. The homing missiles are 
smarter than that! If their target is 
destroyed they are supposed to 
select a new target and chase that. 

So... scenario 2: A homer chases 
its target, the target dies but not by 
being hit by the homer, the homer 
spots that the target dies but is not 
able to select a new target as there 
isn't one. The homer then dies natu- 
rally by timing out and hasn't cleared 
out its pointer to its original target, 
so it says "Well I didn't kill my target 
so someone else should give it a go". 
Thus it designates its target as an 
unselected target for new homers 
unaware that the target has long 
gone and is now a homer itself. So 
all I needed to do was clear out the 
target from the homer so it forgot 
about it once the target had died. 
Problem solved. You're nine tenths 
of the way there if you can just iden- 
tify the problem but sometimes you 
only see knock-on effects and it can 
take a while to sort out which 
haystack the needle is in. 

Thursday August 6th 

Today is a rare day indeed - there are 
no known bugs in the program. That 
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tt may look very pretty, but {iridium 2 will almost definitely NOT be look- 
ing like this Detune Paint mock-up. Andrew isn't sure about the organic 
feet of the backgrounds, and will probably end up reverting to the more 
familiar shiny steel constructions that original Uridium players will be 
familiar with. 
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is. It's not embarrassing itself due to 
mistakes in my code! That means 
that I can write some sparkly new 
code and know what to blame when 
something goes wrong. Today's new 
features then are: a new graphic and 
algorithm for the chaser weapon 
that now sits on meanies until they 
die rather than fire at them from a 
short distance which was a bit unre- 
liable for moving targets. Also added 
some little meanies that I'm calling 
thugs, which run around inside the 
ship for the robots to shoot at. Also 
a fast laser shot in one of three 
snazzy colours, no less. Get 'em 
while stocks last. Jason, our sound 
super-hero, says he's written a bar 
of the title tune. A whole bar. mind. 
And not just any bar either, but one 
from the middle! 

Friday August 7th 

Day off due to Hairy Paul thinking it's 
a good idea laying a carpet at 3am. 
It wasn't, but it was fun while it 
lasted. 

Monday August 10th 

Put in some new weapons for the 
Manta, namely an orange laser, a 
bomb to drop onto the dread- 
nought to shake the enemy up 
a bit, a Defender- style ioniser 



gun, and a wide-spread twirly 
thingy. With all these new weapons 
a method of obtaining them Is 
required, and the hooks were all 
ready to allow the releasing of an 
object when a wave is destroyed. A 
bit of tampering produced a pod, 
looking very much like a homing 
missile as no graphics are yet avail- 
able. Collect it and the weapon 
changes. One little un-anticipated 
side effect is that in drone mode if a 
weapon is collected both ships get 
the weapon. Not sure whether I like 
that or not. let alone whether I can 
stop it. Two-player mode is unaf- 
fected so either player can pick up 
the pod for a weapon change. 

Tuesday August 11th 

Drew the graphics for the ground 
bomb which, if it misses the deck as 
it falls, heads off into the void. 
Changed the chaser bomb to slow it 
down as it nears its target. That 
stops it from buzzing around as it 
damages its target, then once 
destroyed it selects a new target and 
off it goes, at speed. Put some cop- 
per fading into the control panel to 
get some more colours on it and got 
it up to 39. It's in a bit of a wonky 
format so getting it from DPaint to 
the game involved writing a small 



routine to re-arrange it. I also speed- 
ed up our age-old collision detection 
routines to get them running faster, 
which could easily save a couple of 
raster lines. All game routines are 
measured not in the number of 
instructions or micro-seconds to exe- 
cute but the depth of a border 
colour bar. You set the border colour 
to a real sexy purple at the begin- 
ning of a routine, then back to black 
when you finish, and see how big a 
bar it makes, i.e. the distance the 
monitor scans as it's building up the 
picture each frame. 

Wednesday August 12th 

Put in some more test attack waves 
of ships to have a go at shooting and 
producing pods to try out all the 
weapons available. It's no good wax- 
ing lyrical about how good the 
super-smart gargantua-bazookoids 
are if no-one can actually see them. 
Changed the control panel colouring 
to a dark green and implemented 
the remaining ships or robot hit 
points display. These are inter- 
changeable as they are never 
required at the same time. The panel 
update is running under multi-task- 
ing so that it doesn't waste valuable 
time. If the game is busy then the 
score display might not be updated 
immediately, it will get done when 
things aren't so busy. 

Thursday August 13th 

Just for presentation's sake I put in 
the text for the high-score entry 
screen and also for the player ready 
screen, which has to say which play- 
er is in control or. if both players are 
playing as a team, which one is con- 
trolling the lead ship. I've also been 
carving up some of the Paradroid '90 
background graphics to use tem- 
porarily for the interior battles. Then 
I can check out the background col- 
lision detection routines a bit further 
and try and set up a deck to see how 
difficult the game is. Must put in a 
main title screen soon. I've cut out 
the Uridium 2 logo so I can drive it 
about the screen as sprites. Of 
course the game name might 
change so there's no point in getting 
too carried away. 

Friday August 14th 

Having had a further play with the 
robot control mode, especially with 
the drone robot attempting to fol- 
low the player, it is clear that the 
drone is going to get itself caught on 
narrow bridges and do its "I'm com- 
pletely stupid" impersonation and 
try to home in on the player and 
plough into the bridge sides. Let's 
see if I can fix it. This is the fun bit 
because I know the control mode 
well so I can adjust it fairly confi- 
dently and know that I won't wreck 
it (but I made a backup just in case! ) 
After some investigation I decided to 



rig the drone 'intelligence' routine 
so that the drone ignores homing 
on the player if he didn't move las: 
time and wait until he's walked he 
way out of trouble before resuming 
It looks very clever and handles tht 
background better than a playe* 
who's not-really-concentrating-too- 
hard-at-all actually. 

Monday August 17th 

Put in a title sceen to get the gam* 
logo in. This needs to be bigger re* 
ly, but it'll do for now. I've rigged uc 
the inside sequence to allow the 
player robot(s) to be destroyed tr» 
the thugs rather than escaping bf 
taking off after the last point C 
energy is removed. The main tast 
will still be to destroy as many gen- 
erators as possible within a time 
limit, but I don't want to put that I 
yet as there's nothing more annoy 
ing than getting to an important b* 
to test when a time limit sudden^ 
destroys everything. By the waj 
thanks to Steve Allan for his kino 
words in September's The One 
Graftgold have no immediate plam 
to put Morpheus on the Amiga 
Uridium 2 will take a few months ye- 
and after that I'd like to tackle 
another original project. It might be 
fun to do, though. 

Tuesday-Thursday August 1Blh- 
20th 

Another Fiery Icy session. 

Friday August 21st 
I wanted'to put in a meaty mass 
devastation weapon which has a 
slow reload time to ensure that not 
too many go off at once. That's the 
easy bit. and I can stop the two-play- 
er team from getting one each by 
only releasing one at a time, but the 
drone mode gives the new weapon 
to both ships. Each has its own 
reload time but they can both fire 
on consecutive frames. Time to do 
this properly and set it up so that 
each Manta gets its own weapons 
It's not too tricky to do, but it is a 
bit mes^y, with pointers to weapon! 
tables, object and player data all fly 
ing about at once. Picking up 
weapons needs to be smarter too. 
as there's no difference between the 
player and a drone, so the weapon 
exchange from a pod to a player 
must be done by the player, not the 
pod. All the pod knows is that it has 
hit a player's ship. 



NEXT MONTH! 

More graphics! More 
game design secrets! 
More exclusive info! Can 
you handle it? We can't! 



- 




CUT, TICK & POST.... .CUT, TICK & POST 



r z : 

[ I - I 



Telephone or Fax Hotline (0702) 466933 

PD Soft(THOIO) 1 Bryant Ave, Southend-on-Seo, ESSEX, SSI 2 YD 



-.-.a. c*vi . 



itBiifcimoor lormANi 



Mi 



300 Adobe Type 1 Fonts * 



■|PO-Solt: r ii^iu JOOAdobeTypslfonh li - ' "art "ie latoesl Amy PublH DonwhO»rnpg»V I 
■iliT#U 5 A BO Track Software 'ook ove* *0 irwiiris to prooUce *ie onl* eoniprBhRPSNestR of Inn! 1 , I 
(thai »ab ikmieuty on tour Amiga iullliltng. all you- lorn (twos Rom A B Z bmpmargMtJ 
||Speciol Price: £39.99 • tt» i OT p<x> „ ix«mi ro tor. Fornstj 



ji «■ PlAY & KEAO CHAUO*G* 

■ Hi W dt«i V- ** one— 'i 
j* v»4» not raut a rmmPQ 

[■■ bi' Ir.u^nn) t ' lI>II'--i 
induoes «rik» * 

jx vsba iasucs, tf^-g pi 

nre-M M U*» 060 J "* «3 

■ ¥-3BU)MAPiiL>0.ri JAVi> 
:* Vnpi PUMTT1 Ir-JDtt iontWT 

V71J ioucatpDN tv-i • a idol 



il LI OIZ/Y U77r3 "JN TIMI 1 
III* ClASS "OOM MA "ft 

ji cui tomaxvTtflsrkiwii 

■ MiHid^cwas t»so 
cm io'ai conopts ii ■ 

■ M«d d aaoc t» » 
jx 'hi toi«, conoots ai MM 

JICU7 IOH4CONCIFT5 3: 
I IP! V«tX 4 PLA« 

CLICK CLOCK w lora—vj *r 

in GO SHOPPING \, %rt.i« 

<i.d(T*0»*;Dlcri FUNTLMIS 

T4BU& MEhn tottTMBitRM. 

JI LP10 VPt*8)>AC>ORT 

jilR)* ■otor-ruM . - <-!'■■■ 



n iPi7 Bocian maihi rm* 

,n- ... 

u J»45 MA7HC BOX i " 

IX LP39 PRIMBTOR* FUN r*« m 

ravin tin ..rt-- |nra !4»V 

ur LPR* PRO IMi *» o norm. 

i*n«i' *h» iQRo i» In bum sputum 

*hpo<h««otox»*iv>a» t*»» 

IK ¥774 AMOS USSON 1 



VIOf O PRODUCTION 



I J* V** IV 4 VOEO GRAPHICS 1 

|poitJd*Rhbi 
rwOwpr 

llrtai d gr-citri tlflei **M 

v«a vwo protjuction m 

rkoMM 
i jx v*il von scruns 1 Bad 

j ^« V517 VCIQAAMP. VOODI 

ai-vii map. 

Ml " 

1 _■« WH imagi lab 



ji VII* VOID SIUSTOK 1 



,1 VI l: AMIGA 



ji ¥)19 SPKTBUM EMULATOR 
3ATADOK1 Atf*mU-e CWlMCS 
JX >1M BUS***! CAM MAIiB 

j ¥iA3M0MCTC*MOCXJUl..- 

JX V144 400 MMU UTTIIO 

C*r 000 yar-wa 6otii>™ 

j» V390 M5K TOP HALKHNG 

■HMiOn vniri una f»utuira iw 

rw c4d /luia pinMOi TlX (.Mill 
V>ui(>-*»alo( & Iran, 

ax VJW AMKAW BANNN Tdr 

* ■ i ■ •/ • ' ' 

i.i.l'- A-n; •wttatrtorm 

jji vl 1 4 CHLMHTTOCS . : M 

Pnx/uf Cm' Wo** r«*oii*M uwi)| 

n* afeM [•( <4Ur' fltali 

JX «*01 MOOWBBKH rt.OO) 

1. ,.,(K«r i.lcUio"'." J 
ir«r» (01 oil •! J uw» 
.. :i*o«M»»o« ■ 

lin**r«em* nanMbnri 

UK-. '* AWiU»n t -i re-it (& 
X V41T SUPftMHtH 4 DTIRU 

31 



V58J <C*JL)I10B 1 



j» v»is MOM 



SpHB 



jk V4B6 MUUIIOI TMl IM 4 

4h-»ftD''i;' ' 
MX Anal «■>«« <W MOd V OaU 
jX V4U MAGWTIC PAOO .1 » 

au Bawd iuui* »«ti qwwi 
jx vut W*ir DtW«*CUPABTA 



iui mrwi! 



JX V7S9 riXI IN04t« 

»i.mon««wWcMpnxtuc> kijisastibkxw 

J* V740 tOOTX vi 01 ^- 11 

o»«"u"iKi[WH''H»AiT.ga «r\a« 

J V741 A-G8«»4» : / 



lo-.ol 



- 



v4io eimcw lAuc com«j« 

rpu t>i nHbb BaKp>ooran> 

V*J)( COMMANDS 

'I- ' Mltl JlllB Ohcll (IP b» 

va m SUptix) — — 

JX V4H AMtl ilKXl* 



JX V4I0OOU WIWi'1 •« 1 

oatO 40ch nxnl you p*if ' 
mo4#ixii»i«»«« iMBI Mil 
rm dw tfim oraptii ol Mff« A 
i»l tamo n<» mWjo 1 

J V41irOOrBAUUAOU»[0(IO« 

iviir J* rmAi tix*« n 

JXV410AW<I .11 

•fa\«« i* iqiaTi W ram win* 
jx V4I1 fOWOto ri 1 1\ 1 

IWXuiFil A il-OlnW WoiO 

■uut iWn" 'Ji tlii"li»1 

Ir^r-i 4 V!« Iks Pn-frt. ucrn 
V4I4 t*B tOWt" lUMn 



X V411 tMPlOOfR >4 0 * 

• ma »> iimaoe on luO On— ■ 
x wui widW (OPMitoni 

X V4U AMMAIMM SIIXMO A 

■•Aarl (W— ««». iimxoi *x |H «j 
KnjlF cwi m» anmolu" 

V4M AM»OA C MAMUAi II . 1 II 

'— . hi | j l . v manual »» »i- 

-T-.I..].'. 'I'-' .' |< II' I .I'- 

ll V444 MoMIW mm 01* III 

. roWi if..".."!".' (f tv«* u 



'445 KOMM - 1 « J 



■ llM 



r V 47* CM{4i & CHUft UTIimti 

Dtmnxi of <--«! t.H.jH- 1 
V4I4 A0VTH1UB1 SOlliTIOft 
A lex «■ 

JX V44? AM4AU WCISSIOKAl 

•ift.OLiUBV Kiu" JlhprnHn'i 

•MMm piuoani l^iVHAHXHS 
v4to HiiUflal 
kB<ka«Ma MM i»>.i4>n»4» 



.«»7 41A1H1I »Oni" CUP AJTT 



UX3 



JX VHI VIOIO SHADU A 
Af tlMl IOM. 4 ,nll* *i kaN BMT4 

ix "j— ormi c»<- iii.HH 

JX V477 AMD POOS VIDfO BACK 
OMXMOS '«Ib1ix. ol olC IVtXBl 
JX ¥447 1«0 *mS I- ■ , Uiitu 

4 U»->c-r<: iw. ffluli 

JX V4*J IINUOUM VIOIO AB1 4 
fOWT DtlKl A itat* BMMdHl vMh 

■ m kK&MA iaaa, 

1X137 VOlO KA1 10 Iten*S5 

t-fOm mvui •..«*-< Imi-i Mr 
lai-wro* Oil ""I iHKn 

iilil— Tl— b'.<H*> toMn 4 V*r.i! 

JX IP7J VVMO LAI 0 Strflr ti 

» iUM m<o [tvlOQB Cnwixl 11 

c* injjird dixi tm, [XhH f * 
jxFm nnoo room 

OU wnt oT 50 • 100 DC*" )6 ci Joui 

'•yMO <un)'- .vtntm »rm(W»n f 0 
j* HPlOfUKNf" fOMB « Ixm 

jm mnt ai .0 loo lum id loioui 

Vdnilun "KH"J"i "mjAiwi (« - 

> n iMi| "too |v'rc m leh u» S 



VARIOUS iniUTHS 



V/14 FftM lAf« SIM « i j |.v 
V74 WCttio WSGHT A AMIGA 

KL CanWrn w S 000 -.xdl 

I VKX PtBMI snjOK) i » Mriil ii 



■bhmiti rows cn 



at 



i v404r*copv.iO'.-. ltij* 
<f| — i»i u*n» xiPc cxniKimi '• 
«.«» >'*t n-oon tm" n HWr 
jx V40) pk cajc <t a aimp«c 

<ji-i-< :.>.«;-> »-r it* .it KCO 
VkO* WMVU MA HIM vl 0 ' 

fa x«<iif f i*™ tuv ai€ ik* 

■ ID ittii Mtiiwi Mr. n inn t*er 

vml' ppo ruACXia .11. 



X V4*l 4AU RAIiP .1 * An 

u mm Moan hx ovxr* HffM i 



j« V4»* POf 

irjuiin MH 



vxxn iiri«»"r"li r* AdU* .»ng 
imp "i-jt»«.J9-ACni.V<ri.l.l 
JI V4«* AGAAPH 1 0 B"«tft 

IBM il (ntep AmtJB 1x19am In 

*awh* IB" Aiwj * IV C0»V K- 

■pout 01 MNnHtaMI 

VTMPmC*CXI-LUS I 

MM b Mb rtm 1 "o" ax d 

dwlinjlpqln Ini —"tnu In** 

JX V701 STRATA .10 11 o mna«a«< 



&MI1M1 IX V743 GAAPMK rTWOWCIW*. 

Mne Co4Kil<nn i«"0i lonom 
inn .10 uuvivocw LunHMia 
J! C«»xJ9 C^i-litOMW) 

lakra il V744 AMPPM* OrtUimtHI 

■VriTHfj ^"lniiKr.lao«l«CW>'l Aetn 
V74S MfOACOIOLl* ¥l.O < 



VT01 (A&« HAMOS ICW 



.411 KO**M.IQi-iH"iri 

IntlO iHAiio>10J 'xxtifO 
KvlOl IMA.I" lHAS'YMt 
JX V4I7 DPAJMI rOMTS No'l 1-1 
□I Itr IrtW Wiitu Hmltrini 

•Ml. on. *' DIP Proiim 

JI vHOAAMCASH.tOta.*. 

, <i Map >«1 c« foil Tm*" n* 
tim in<ov>vBa-«. wli 0* Drul 

ilKiiv Oaj-ci M»a>i»A* Ml 

J V»JJ **M WALAAICXI .1 05 

ccj emu B" p: iiMot- •*'<- 



JI V70I IA5Y RAM05 IO" LAS' 
AAlOt Tin 11 n* HV i.l-H» W M" 
—1IU5 ut*> I *»t|ijr« lOVf A 
JX V701 A440J UP0AH4 DftH 
Mil* 11.4 illn**" H CI iTHJIJi UPOW 

id rm urnum™ lot name*" y»< 
■con no* ovwl. noHoM a *™ 
AW)C6 r-.n«m irt o 

j« VJ04 AMOS COMPUa AM 



sCAUAJii cue 



V7I0AWX. njTCMUL KtHM 

-111 . 1" ■ 1 1- mch & 

n«T*i« pn>B 4IID AtW UWary 
JX V7H LMX Cerium 0 wliiy 
iXn-ucTM . ,.. .1..11 

iVwh It irtlpm POl -.ornamblr 

JX VTO PBOTBJS MS Ml 

jugnxn ly moomr. 4 "aM C"*ir 

m« B llji ♦«< «i W> 

jM »7U COMAXHIAPHC fOMTS 

MM i i «t»i lM> l*« A * OIWW 



IB" 6, "AU '.mw 
JI V7»3 MA.I -', % 



HOBKBINCH .1 04 

Jlmta 09 Inn «■ umUrn rw 

»i«iu"» "nil \rf-*l "0«e Lwi 
UfM uxl-onlOQt dT *■ iTOTf 'A A 



[aw -it n-l-il MM w« »>•• 



LLAMArKMGAAU 

«l T A *f 

rxoducMXi 9>ool»b* 

IM»SCPAMB(i 

W-«ia -YK olO (lai'-i unn. 
JX 1170 PATIIMCES. INi ■ r* l*-i 
-um *>t DO*UMOS. ' - 



JI V74" WCMO POWW . 

F70 ACCOLMT (USUI .1 0) 
JX V77T •AfAKAVW PM »J Tl 

bvoilu(#i c«»n Hirto* pixi-" .1 

V77J HI rt 04 IMMOMjlMH 

■to H|MMVMjM|Mn i«Axe- 

jX ¥777 VOta CU IMoBOli 

confed t« Qy9M1 ¥«•> nix ¥0«i. 

JX ¥774 SATVUM v4 0 lomWo. 

60. »o:<g wiox 1Mb pa 



j 1747 1 



JX H77 PO** POM OUhMP V 1 

Mm Im ntnntno *o« *w ■ or 
•ohm in rn Cdvulu> Adl gum* 

10H H14W. Anol— !*«l'L,m 

WW cothmtmI P BSe oml uit n 
■ra »«* □» in* fMM 10x101 

70J1 «A LAMCI IrV ^"V 

'■■nprvC bo ant* on fO 

JX 7054 *IK A14*; A -mil... ill 

1 gome him "w ■ . .1 : 1 1 ■ ■ ' .■ 1 ' 

_ pmmM modii Wof» *J«eniu'* 

JI II4I B*nil Of 4PfiiAN V.AB 
OAAH i' Sliiitv ^i""- *' 
brJh mwl «dro Ihirt «h 
Ji 1144 DUNGfON ON MADAOJ 

INi n fm ool LX'Hi*'* A Dragofu 

Pvbl-: JOmoin *HT" .i»0 '»b 
1171 CAPO GAMIi 

Cl*Ua- WiMMoon 
nilanaAHnim 

2174 SURVIVOR 4 KXK» bOMBl 

V ooma .. « < . t < >.» 
hKa lolouilul giinnm 
It IMO SKOOA CHALLBtSt ■ 



"KliiOra (Ooi,n\.l J'!X*i>i -»0-» d 
Im unO pu//*n tu >M 
4t4 4Am(AMNn-HUI«M»AC4 -.i ' 

iMlin Mfil fAM^Bpifc gMM bMMMl 

4*4 AMOS CJKMT An e«r*-nl »i»P 

■ inliW »Mh nral (iiltMTful oml*itt 
SIS SUPIP PACK M*M 11 

rtionla(lol*»>*iu«iM imociP «ic*ftg 
.-.Hi-." j.ii*>i. PVirabMA AumiHc 
SSO I-rm A-.brud> so** ni»*r*uni 

■ you M maul catWlnj 'h» xnoii 
jx 141) DUAL ■ 1 7 ptr>a gamr nfli" rou 

onbd a oinx*»M *'* 'o(>4» 
JX 1414 nrxiM pOy- Id"' 

•Bm in Anxo .* Ourt-f Oil* S Hud b MmM 
JX 141S WARn.illwi'WalMg. ^igoriir r 

Jnl^.ti nil. inii'i 0 lwi 'J irtili 
jx !4MRUt*iOUR*i>gv«n*rMr«nr>>j 

unlid o (fioiiMnM w>o i err 0B »i <7uu in* 
gad i*x FMMW ■» «*" "Mi MoAxmi 

1417 TRAXJUrtZtP r. ailOUK hOPXhtOW 
Socc / BthiiKP okmg 0 Ull mowna '■" 
JX 1 41* B4PLAK U or nutta" I » J P*W 

Wot rm up potnl Horn f Au» mjnd 



UP-n CUP ART COLLECTION 



JX CAI St Bm I^H» Ar-nas rnrmn 

tx-aou« 'mot. ■n»m imiMn •W1o--»imi 
■oMrina >rn HfJoLuPt nindvioaoKcori 

JI CA1ISI rfyij (t.iruBnW A » ^ a-(Ml 

MM mMMRM lundOwt I0"v0n\ r"'ng funB 
nCUtSH.fMia'i'-r A-n-i «aCbMPt 
«mi«nlfneu(ii johA- J«u Smtti-. 
CA4 ii| ■ - l"t>m Uf« orll Otd 

inarxi 4jnnaM0 A O I io«h RMOOltxiOim 
JI CAS MJ MM l^-t o* 0 4 M <-W 

k«- "ot* .-mwnai 10 Ur-m »r« A Bir*\ 
jx CAA (SI PMMMBbi wentwt 3 1 Mcdwripooi 
■ . — i ■ 1 .-'"i -'".i xsantiiDpe 

it CM pi iv.\m (» -fi »j 



.cui, Ar-™ yar-omoBiMB mAbo tau—f '* 1 0*- A 



JI V4» RAD4ANCH PLUS .10 

'lo-iutl on iipao- bd ° WPl 

low id ol jMI-a A P-tlin *r«i 
JI ¥4*0 PAGESTOAM FONT 



our LSI 



ptootornorOc oni 

, mill SCHANO ripper .1 



jl V4*« S'AP CMAX1 .11 In ■ u 

iid-.it HOI dWPS) rxOQlu" 
■Mil HM (IMXlMAQ MOAXW 

I VS1S THE A44 PACiAGI .1 0 

POimondPie MlmiiWi 
Mil, il i'.. 'i'.u r.r -1 Runt 44 
Data MMMB MM fOMi 

no*xl'44 tt..m'*7*n 
\0O V> 144 *9 ond. nxljOn »« 

tnurlaii A a UK f-jr/VMl vmui d 

JX V911 PLOT'InO A 0RAPHK3 
PVOIXt. 1.1 ViJiiea 

• . I. PLANS ■ ■ . ■ l»' 

NMiTniMngpnai li»n"i«APP 
" ay A CofiMori 1 

VSJlARPVll Conmon.ll( 

■staiat rnanr "1 MMMMMi *° Om 
ndui*-, iMirtopoii j..<k 

j« ¥311 WC1 C COMPUiR 111 

\iuiHm-— 1A Mahiiad W"." 

> C (iVnoAD A MMjMMMl ivHmti 
ji VU4 CA'ALOGUI UllUTRS 

L4M.>on al irtH-r? jv«J »i Cddaj 

onl, ."t-i A 'opoidlM.tia 0) 
IX ¥S4« BK«OCAO .1 4 AnufliM 

ptdwd cn Ina caJ MKMMM 
iimnc nrvw— •nJtr'i m Amot 

J V)S4*SI MLSCMOOULU ;li 



MASItP «M KILUB 

-itf A tilt* /Itl-tvH-.l 

rxtda leanl-ihW 

jx ¥M4 M R IAC«l»P HO ■ • 1 ' 

t -ui HMM 
ji VtPS QAAPhK HTBtCMAHCK 



j V'/IS uBXAU*STBt¥))G> 

lto»omor»dW)OOn«liPi C 

iAlVCunnli Irnur-.'/iJ'ixn » liW <J '.¥k* \f "H in AOAC 

JI¥141 IX-urjnON4BXOUP J i¥S70DIBV.CX»K.ISl >- 

ivif*' ,MMts)H !tan4Yi!t«y xnUdioiMniiivH AVlttx 



A IH.oi r«*i ne* i»tk 1 n«wt 
JX ¥177 POHTR444-77 d Jc C M> 

JX ¥I7t CiKISSWORO CWATOA 
JI ¥114 »-■'-:■ PBOCAM 

ji ¥!•! MOff- C .11 OS - .>-0. i>J- 
/ Anui ir<JuUniMtlM<>qiirM 
ji ¥J0I (Yl Of THt BE HOLWP 

MKT ROOK me tntiDOWton BOit 
.■■.ui Atopi SMmwASomm. 
JI ¥111 ANALTKALC SPRUO 

SHII1 111 RM '"I*" RJMod 

turn paini m Jatr on t* if"}j 

J VI 10 VD StCTW OTPAS 



PAO 1 A -rtolin d Ion 

-WwtP""-"! DIP W« 

¥A4S LUfMT vl 0OO 

»*•> W i-oOn OM 
HMp A i»if> Wu* -rooi-a («■ 
ApattF li^H 4 <rr-xa \ia<.ir-, 

JI ¥444 SKI .10 "111 MANAGES 



jX ¥447 VYOPlUJIWCH HACKS - 

iMiuiglHium*l>iwbm 

■MNMJMCUitRMl 

J V44I THANKS (mjNCHI*. I <: 

Cnnfin nan A ibd» oidw 

minw iniliiOiH IOObI i.'nl"U"t 
j. ¥4*9 VVP A SWLL CHKKING I 



JI V4S0 C"«KBOO« ACCOUNT 

JX V4S1 PAOHTRIAM 'OPT 
PACK ] A uM-.lt-v d b"li (S) 
JX VAS7 PC TASX n a U/^lr 

HW-PC IndTJOt loloiMrtXJli- 

tM imfrty ol */' v:i»"oi¥ "Mh 

tu iilJfi.'iiil l»r Jwji» CGA CdOu* 
JI V4SI COMPVTDI DMGNOSTCS 

1 H lei a C-i*»*m «m <mx 
IcoroAM* Thtn *tiai a 4 

JI ¥4*0 IKJM1 MANAGO M I 

b gptel at « am od**a tiao. MR 
on iwioi ooiorxn* A lo-aotai 

JI V441 MOOIUPKi VIRTIK 

Aiki-vi MB »i . rm* W pMCB 
mHiiiiiI uuq tv < ' i. : '~ « 
Imxa ^dpl X!'*J A 'urrxi W 

J ¥442 OCOPY .1 0 PPO ■ . 1 1. 

IMBI 4» vhtu d «• dil; OM 

fin iv mutH Cm lubcopv Vw A 

Mil...:, UaOT cJ 0P»» lm»#tK 
jX ¥444 MOOBJJNO OMCTS 

Cuiinrq m-i K 1—"' do-i-i m 

■MllWIlB l*i«l*4hDi*» ¥441 
ji V44' STAR TRK OBJKTS 

C("oint "w MSS *dtr* M03rM 
& a trrongi (An. i> PnrulM Co 

JI ¥441 PROOtJCTMrr I IUSP4US 

lot AnrrB PMRMM smsTcxa i 



IJttlLkB PUi4Pf>Q -VO "OXO P"MHl 
JX ¥714 14-«f Conlaro MrdJ4 

-»nh dbvn mi in un»* MMMi 
■MmltM i""-' 

JI ¥711 HI COAAPUTI MRU .Ml" 
Mir m4« Mfl d Now Trritpi-pni 
& 'aati .(.« letliin-*.*! I''l HI 

JI ¥71A SiHCTRUM [M'AAIO* 

«14 WNch a NCW "I j"** iRRM 

ji ¥Ji« IPEICOPV vl I fc-mewt 
MMOM J0i™ i-ati pnAKti-i m 

MX mo uu" inn mWoK ll*m on ID 

jX V7TOOWPR-VT .JJI A 13- 



1' f.'r prwi 4 Ol-t 

nM±MbJH4 or' 



Sill IV^ti Inr ■** f*«( p-nw 
V71) lOOI INTBO CONSTRUCT 

ION SRI A , dI« ion d dMNn. ID 

M m r*xxil Bod »"w 

^714PXJHTIX t«—l-"- ." 



JX ¥71S TMI SUPIR KIIUBS I 

ROOT > .4 SO. '., - '-I.- 



ro^i-vMptii™^ M0C M H 
jx Alio ItmRPRKIll :~'.-nno 
nd'^i.ym MCX I70VA. 1* 

All ArMROACHRoS VUM1S. 

All! STAR TRU rUHT 
MANIU¥tl >RX 1940 !■( 9M 4 Ry 

JX ATM T>€ PROM I AmrvoWn 

MB O" PRfT Ai>m "on SO ItA 
JX ATS* l£A¥P« SPACI OfFICI 

«-roo" DOOONO, Ar^nOJOn 

liynram ATTACK MOM. tM 

•I P-» Sl»jl n (1 (I oBolt UDOr 
JX 1040 STAR TRBl TMI MtXT 

OORSATKtn ">t grxntfttxritrrr 

Ml";-.- v!4' ■ 
JI I0RI TMI imTlAtAn STAR TPW 

CD G0l*M If IXm PiTlWt Aon 
V"n~ [noM ntfuiMni 
JX llll S'AX TU* TMI NtKT 

OMRATRSN "n 1 WrV »-l 
jin. MMMM g*™** CD 

j 1S0I STAR m C<mr . 

floitw Airoman <«sii<i. 1Mb ill 

JX ISO! STAR TRBL Go** b> ItK 

i' . ■■ IM« ;si 

JI ¥S47 4TA»TRBKP*OA 



[PlC SCHWARTZ 



jX STIAlTm MANEUVR1 II ' 

ji io6sr i6svRMnr»*G ■ 

JI 140* N*v> AGRtSSOR. SOVHT 
SO" lANRXi STIAlTM BOMBSP 
jX ITWAXm-LlAtAMMSOKVt 
JX (701 0AHNG GAMi U J.™ 
ji 1441 VK/Tlll COCK ' 

ji 1150 LATI NRJHT TBRMNAL* 
jx loiiAORirrf- 

j. 1011 ¥IITNAM CONFLICT- 

JX ItM OUU WAR OIP4TUCT J IHi 

JX 1107 AMY AT THI MOVR5 RM) 



P5 WMlMl4pkl»WhORO«QOl>> 

STl .-rhmrAmoi SinplttiuiQO 



wild 

IMMfRW 



ITkh 



il 1 J» STRATIOoC 



JX 1)11 MM40 CAMAS il 



Wxt avtiidruVCvAOa. 

rniu»R.ll1»¥Trt41 
V714 COPRtR (DITOK I 



VSSA RC) SKTOR HfiR DISK 



¥340 DUPLICATION A BACKUP 



JR «A7 RMNTBt DRAJB 01 M l-A ■ PR 



JI ¥56* 0LR4GION MAS 



JX ¥44* CU11AAP AUTOoAA f.' 

MwPonK MRB »*R Ml 100 Id 

M-Ildo .-lul* (ICuRt 
JI V470 ANORCM0S fONTS 1-7 Wd 

^ydK>u tonioViAj ta< irt* •* LAwl 

■™ 3-5 5 Dora Br 1 fAMll 

jl ¥471 DRAW MAP -4 0(11 

^■■toM aw It torn! pdMM ««ti 

w vOntd «" Mi>" mmr ogw 

-001 w* tMyd bn.n0(r"\ "ipic* 
■rvAinttny 1\K iULd ifriic 

MM v7«3 ! JVUmmnVlMCa 

¥440 OAK OPTWIZB .10 II 



JX ¥717 IH AX' CX MID I 

voPa mfMM worn d Mac ub 

JX ¥711 AtOMO I "it H 0 

itcwD W iitjr- 1 SpMa (oRX 

jx vm ion torn a*i hrrM 

td«lninilri»lr.j |.i«i jh 
JX ¥7 JO ICON MAMA An 4URMM 
...I.. ii'i;i«.<»l~ 

JX V7JI iXAOIRRdT la "m 

oao» Mi r¥»" M" 
P^yptf nOtJ. Luiw Coo* 

I A *«« *** Av lei rortW 
¥7)2 V¥OR»8INCN .1 04- 

(UTKTill ) OCim.. Bod morm 
wilx *"i •luoc. CKD 

jX ¥71) SOfTWAJB i&IR .1 4 

Iji fnojom 11 OrugoM la MR|I a 

■OO d ,rv Sdlwo** llilOClllll 
JX ¥7)4 THI MAH IVTNT VI 0 



JI V7J5 M4MOTI MAHA«» -1 

JX ¥7)4 TMI OWL TOP MARPV 
CMORD 1 ■».nirrl >-ol!li l*^Jn. 
ji V74C POVVBMNCH vl 1 'I - 



2(14 SVfORO C* Trli WAX 

OCXa6j« KMt'lrroir* 

■RalaRi ulwi'l.ir jm* PotMd on 
pXtMOMaSTii-'i. 01 "AB tl 0~«l 
1277 HACK IACK LAB - 

[vinif j±i ' 1 Jr»o lli» aroMr 
rtBiAn " px-J\r —1*^1 

1171 CARD SHARP A «a? 

ji 727VSUI ATAC" .10 

tXiwMt A nn« Ido MRM 

jUW^MIMI 

ji ma oRXOMACr vl 0 .: 

volrj. ja— lootd, bOMMan 

iW>M r*H I Jlttt (0»»fu*X C*0*M 
JX 1)1) MVQ4QI 0» TMI MCCANT 

V By MB IAW "OA ol a 

Mm «*> -ijtiii .-amxll 

JI I)*4 PITBO 0WUT 'Ml • *A 

iwdMrt doBoim aano 
jl 1411 TOT AilMARTheboa.il 

oor-10 pOl m iw-v.: n Amiga 
fiiimol A" o^Mlo-t i-ulullKin 

ji 24)2 OOtORX 0UHB i««9d 

Gduiom '*oi» ™v*i -jon 
t-li B0P1 A MistM C:i""oil 
JX 1447 AMOS COINDROP TRLXT 
44*0 4741 (.iH-m urtuKPcr w» 

-nv-,. ganoMmoOn CrwiW 

jX 24*1 CRA7V SUI Ml 11 c tt'ci 

■try M plUt-jim OO"* '0H1C¥«" 



COMBAT. 



JXllI WOOID CMAMT^rONSH* BOIPIG 

MfRRM ITTxilrRboMrvjoTii iicKy ng unrnAm«ia 

■C GAMtS 1. Ji CLU) IPRtG TUTOR A »in*U- dt*<0ti tl 

FitNn- »»*aiTim«i(dpiDmj- |iM»lU"R«W" 

ji CLUS SAS M4NU MAKIR An am. Bin* 

nvxx mdo.*^ IJi Axii"«-«l»on 'a. :or amjr 

. .■■ ■. 1 . 1 1 . 11W -(' !•■ :- 

ji CUS AOtORDt a C*d [.oonm t> 
or-*..» woniiuioMovn lomaleiiM>d 0 DMM 

JX QC10 FUTUM SHOOK 1:1* vcu 47¥lli» *J 

fsor nn« MMR Ml dound •* tiiRVA 

ji ClG* MOTOR DUAt t«M--i»iM itf«ni'«A 



:l04 DRAGON TIB in-. jJ-r n ITiOuKrvj 

ti dc -dntM pimd ^ f W o HnAtP 

:i07 ¥»1JI^ WAT1R WORKS I' •. n — 

Tvxrwfi d r* cQtiK Pp*in.ina ImMRmi 
:iOS TRUCK**) ON 1 (II Van W Ml 



■ 



0CJA VU SOfTWARt €A 99 



Km 0HU on NOV. .-omnw-ial iMU NOT 

LjCXNCnMABl "P *>C*N *■» o> d *• (inn 

II iP)S T TICDRAMf IIW bal 0raR4M 

Tiuam ~n-fi IrU ixvoirmian) B, -v 

JI IP41 K-STTTCM CimXe 1 inni pUn-n fc* 
•Mh Inmng A-c4>n ;t;yii>-. fcc R. 1* 
iMI iOOMCIA ONI run Dell 'oimdo on* 
oimenl oan« on ■>« AmKKi BIV SI1IP1U 
IP* 7 OoTT' CASH .1 04 "IB lwi hcRM tt 
Wl kirn rnacMir SmJiHin iwIXib 
ji LR7I AMOS BATTU CARS '«W lONn*- 

mnj gome M one m tao pRx-x 

j! LP" POWERBA5E ¥2 1 The UllrO .—.(' III 
BHjilerr j-w— M (ntViliaufvuBioni 



TOP DEMO OrSKS 



'1 




TMI RIP Of 



MACHINE I 



R*t— ) 



<B*M 



»llt**l tvx-l 

ICBOMCl tl! 1MB 



ji 2474 MOW TO RLR4 MB 0 n-ll 
Van, Iuibi. Ximtiton Dv E Silwtll 
JX 1477 AMrWAlKS Ann ' Am, 
IWRMMVVAPC AAM'XXA- 
JI147IUNSPO"'**. 

Il* l»«-r3" ;o* cr(.ml Dr*r> Ino-r. 01 

t v.r>OC li.mArmr.vCrn: .'¥t 
ji 14** EPJC KHHWU IO0 - 



JI 1441 DiSCIFCiP 




. CATACOMB 1 



Lonlutn ni.iio iu*ma"Ui loliand 

JX VI71 WHOM I .2 01 ai N- 

[>VR«oaUDo»»DgiDn l Crmdl 



ji ¥371 HI A MO f 

ID HOOJCK •! 0, A (logi.iin 
leM-Kr » iwlu >«iJ Vmul 
SUmwiPi jLUll,*'' "UMR40CR 
LMMlPmo'iU rglln AUiKliei 
DOSCONTR0L ijd"m>^*>nnPo 



■ >V 



QM 1 



1 ¥373 MOMf BUSMU PACK 



IfllM 



. XI 



DtSKSI 



IllRMalRiRi >± 



¥511 OB - Jathaw -Pi 11OI1 in 



. . —si ^in>« Ij *ir imutnal Idm 

ji 1420 OTRIS MM 1 "Vivxi 'dm 

JI14I4 SCUT Art 4 S0UTA4R BOTAl 



Ra rrBHRRi MkmcfMOURa 
MP a a 0* n«i Horn A Kosun d 

t. — , . *H i^»V>. 

JI 24ASMONCLAO*"'* T-Uoln 

rr eK&h" VnDmgt ¥¥□> OornxCD 



1 211* WIOrWHLi 

11411 'Ad ■">! '1 
1401 tCHNO ICR 

1S40 KSnAMD 

N1SA7 'I f» 

1334 "'■BANGC 

imiTAConMic 

R IS94 rAPlLiRlO BAACPTiAICP- 

1 H90 ! ■ - • 'MoPWwl 

I2STI »"«1llG Vll'XRifl' antfOf pQ 
N 1S42 '>JUHEiC» Ai'Ki B, DUAL CR»W 

W7 mom >hg*owo 

J IJ R tUO COflfitT B7 AICAHAZ (B l»* 
14 I2S07 ,IOiOM»:»0Mr"MV RM— 1 

1304 OnO B> PHiKCV^d (Howl 
• 12471 MO ll'lflAl.T-04 

J f |lM||SpCR4AA(VM I Ctl 

J ' * 141) MVlSCOIQPfiMCiAWMn 

J iv N 114* F Af| • rlfW f, U- AllAPCI" fv. 

TMtKFr 

BB*_jMg vvi DM CoMS 14 »9 

(*!».... IT.* TRMMlTfRM 

(MAtal MMRMR «AAXmNOII¥M"V»T 

l«\_rna<ll» I M — iil> 00 WB ^ 04f 

ML....IhB Ob* Ml n-n M AB 04. IM0MM 



OROBRNGBtPOJT: 

talMWMlM*RR 



_ jn>«Tr«joTMlt|»ineiiilP«'l>»"i 
jri^miAiw.douiKti"! "1 l^hlwi 



utiKrtlCKilinrrBdMu Allr.i*4«*qr«*«i.«K-D(r'lx> 
you iR»Hr ^NM> U m yo.. Numr 4 AdOIMA on tvt 

vaD Cdou 



o>0ei 
».i MM 



IMH * " OOVt owB4t»0m*am id 7pm Wrel Unvti 4 
him llkim - *cm PXr- uiwi tVP-rowv T r», i im -i>v ajlid 

an. .SOI Ol CK '•¥• dhu oOJmt 4-1 OUtMAM POAD 

SOU>'*ND-CPI tK Kl I»D 

IL7BOPEAN ORMRS NO POS'AGI CMARCI "nmiiOB-iia 
•umwPinliroor nmompw ifvil liBie n a mo MR ■ ^OTHt 

AJi ofiVn ionl by MIMAA (ifB 

l>mPHA'«»i ORDERS A" uiWi air irnl b. A* (Vol Nrori 

odd m IMP ti 001 lo Pie >*d d Pib arOei. mwo>* ihe 

imao DegiiB mu«J HoTowPOn a u I bant 



Oi.nei M lonri loadng 

JX V44I OAM4 RUMM lUtMfl 

luM (it ihd o«ni urn aam* A 

O-eut «Ph Com* l0n*M .'J 2 
JX ¥641 DttSRJ ^ 01 NHI 

Axii(i1Pii*j. jt-wTH/A* Amy* 

iitlPl.oiom bd itl U«re— SIS 
j .44) VJPER VOC> .101 

..... ■ ■ 

MsorN iVnlnn wl* a Pauwoitl 

FONT FARM 



Jl V4BS ASTRO I 



lASTROLOOT 



"e !«!/ AiIii*ju, pijjiixn<Xi*o 
A'l-jj ■, Iir V. A-n.j.i .1 . ;i-- 



HMM 



X V749 TMI P4X>PiSSION4A C 

manual >10 iNj o •*» Urgxa 

il jiu i^nrrn 4HBMMM A 
t»»«Air-Hl IcMMi 

mh -diruftui". 

73 fu*V esulobW 
ilnipiMt Mlh UUi r 

i i-i mwam tarCQ nil 
hlncrunchrdlA SISDRRdafel 

| JX ¥717 AAMOAOIX .1 11 ' '»ifc.i 

:me« ymi Amlgd ■'■o o ion) 

IMKnai-nlem VeynMlaRRB 
P V7S4 TlXmilS -* CM MMRM 
Wt? d Pii btdAhtI 
ir» pitfl-omlcMlonWltM 

* t*> m* brMMMRIRI lypnltng 




TMIMOUSIPAO 
TMI AMHW DUST COVffl 
5 WSK ClSANHG (ITS 
. C*SK LAMll Undo Mn HO 
I'WORKSON Lr,...«i/j 51-HJU 1 CI 50 I poll 01 1OO0 DISK LAAILS 1 S 

, Im-i iiioWiliand ' CATAJj>)OI I .-I 1 1 




COMPUm (NrComp-MlioO'itnlie 
IRlDPflH !,nnMd OoundA¥Kli ( .lotutorlM.r« 

il— ami Huwi'ar^ioiovo.iSO.Paoei BdsoiiXTtn 

fifi ¥r» updo** pOQel ai new iSili jio irlcctn! 

ItIO n o iaArtiui d Arngo Game LRHh A M-dr 

n^»o lDCliBt»Hll*P,llll'»I«l*"i|'Wi'." 1 ' 

AI l.ro InJ JM» lump n»Pi VA i"UiMt»» RM.tt/) | 

Arr, otiet C.3IS » Bodgei SotwotB 



aiU'GaM»KM 

DftKS (owOjHfDotabJlelMM Tl* ior»i»nt deRjh 
IMUN drAi4aniatavo»oOMOV»i»Firomo«i IMP, 

A rr^OluOe ol cpVjnl ioo-it! A Piml Conlom 

MM an IS HM Anxn r*UC. SMAt/J Snip* j^- 

4O0BnVAPK'WU'd^iAmKi.'. ..pa.i>.> J . „ *~" 

Lmon TOJG.NJAUG IOPIC POlLrtC4T*a» ,ll - : * u 
TOTAL PRICE E ^ 



— 



P D Z O 




DONKEY KONG 

Public Domain (51 2K). 
17 Bit, disk 2069. 

I love platform games and, 
although I admit that modern 
genre examples like The Addams 
Family and Fire & Ice are brilliant. I've 
never yet found a game to beat the 
old arcade stalwart Donkey Kong. In 
terms of graphics, sound, variety and 
(if we're being honest) payability 
these young striplings walk all over 
their venerable ancestor but 
somehow, for all their silky 
smoothness and polished perfection, 
they don't have quite the same 
hook. 



Once, a long, long time ago, a kindly King was riding through the 
forests near his castle when he came upon an old lady, crying. 

"Why cry thee, wizened one?" he asked, concerned. 

The red-eyed crone looked up and replied, "O noble sire. I am at 
a loss. Where can I find a half-decent guide to what's good and 
what's not on the Amiga PD scene?" 

The good King smiled at the old woman and lobbed her his per- 
sonal copy of The One. "There you go," he smiled, "It's called PD 
Zone, it starts on page 114 and it's well smart." With that he gal- 
loped off, his horse kicking up dust into the face of the now-smil- 
ing old lady. 
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Perhaps it's Donkey Kong's very 
primitiveness of look and feel that 
makes it so attractive, harking back, as 
it does, to a more innocent and per- 
haps happier time when the ZX81 was 
THE machine to aspire to, 16K RAM 
was considered more memory than 
you'd ever be able to fill and you'd be 
lucky to get 32 colours on a TV set. let 
alone a computer. 

This is a spot-on version of the orig- 
inal - darken the room and you'd could 
almost believe you'd been 
whisked back to 1 984. The aim 
is simply to guide Mario (what- 
ever happened to him?) to the 
top of a rickety arrangement of 
ladders, platforms and convey- 
or belts, jumping over barrels 
and dodging roaming fireballs, 
in a perilous quest to rescue his 
girlfriend from a rampaging 
giant ape. 

There are all four of the origi- 
nal levels to tackle plus a mystery 
bonus level if you manage to collect all 
of the bonus items scattered about on 
the walkways. It's wonderful, heady 
stuff to a nostalgic old duffer like me 
and if it affects you the way it affect- 
ed me then I'd advise you to play it 
with a close friend to wipe away the 
tears. Recommended without hesita- 
tion. 





FLAG CATCHER 
Shareware (1Mb). Fortiss 
PD, Assassins 28. 

You can't beat a simple idea and 
ideas don't come much simpler 
than Flag Catcher. Basically you 
have this grid of tiles and hidden under 
one of them is a flag. You're given a 
limited number of 'goes' to find it by 
turning over the tiles. 

Now this sounds be a bit pointless 



but the skill comes from the fact that 
none-flag tiles conceal either an arrow 
(indicating in which direction the flag 
can be found), a number (indicating 
how many squares away the flag rests) 
or a bomb (which recovers any tiles you 
have already revealed), so using these 
as clues you can logically deduce the 
flag's hiding place. It's good, clean fun 
and very well presented. Although it 
can become a bit 'samey' it's still well 
worth a look. 





DR MARIO 
Public Domain (1Mb). 
17 Bit, disk 2097 & 
Fortiss PD, Assassins 
28. 

Yet more Mario! Well not quite, 
to be honest. Apart from the 
game's title, the famous mous- 
tachioed Brooklyn plumber doesn't 
even get a look in. Not that he's essen- 
tial to the game (it's basically a Tetns 
variant); one can only guess Mario was 
brought in as a 'guest star' to help the 
game sell a few more copies. 

Not that it 
needs any help 
because it's a 
cracker in its own 
right. The player's 
job is to get rid of 
the gruesome little 
germs at the bot- 
tom of the screen 
with the aid of the 
medicine pills that 
drop down from 
the top. And how 
is this achieved? 
By lining up the 
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coloured pills with identically-coloured 
germs, you see; make a line four or 
more long and the guilty parties disap- 
pear! Get rid of all the germs and you 
move on to the next level, though at a 
higher difficulty, of course. 

Once you get used to the weird joy- 
stick control (LEFT and RIGHT to move 
the pill, UP and DOWN to rotate it and 
FIRE to make it drop) it becomes seri- 
ously addictive. Add to that the fact 
that it's got a simultaneous two-player 
option where you can compete against 
a friend and you have here one essen- 
tial piece of PD. But whatever will Nin- 
tendo say7 
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BUNDLE BONKERS! 



We've had four big bumper PD com- 
pilation disks in this month, three 
from those hard-working Assassin 
boys and Golden Oldies 2, from the 
Dragon Lord of the Vagrants. The 
run-down of the games on each 
disk is as follows... 




THE ASSASSINS 
DISK 28 

Public Domain ft Shareware 
; (S12Kft 1Mb). Fortiss PO. 

DOC' -Terminally cute rip-off of the 

ancient Mario Brot yam*. 
| lift MftSii. - See review elsewhere 

■ Vet another clone of the 

original shoot'envup. Yawn. 

hai. i.Mt FiiK-Se)t review elsewhere. 

IBM 3 - Simple reaction tester 

(reviewed in the May Issue of The One). 

THE AS5ASSINS 
DISK 29 

Public Domain & Shareware (512K ft 
1Mb). Fortiss PD. 

- Gaudy but enjoyable sliding- 
block put>le. Bit of a 'one go' wonder, 
though. 

- Move the path-inscribed blocks 
around to guide a 
ball safely to the 
exit. As exciting as 
It sounds. 
NOV - More of the 
same stuff you got 
in Dog. 

MIDGE GAl L - Stej 
review elsewhere. 
ATTAOC J - Nicely- 
presented rip-off of 
Virgin Games' Spot. 
QUAOMIt - Iff 
Shanghai done 
arcade-style I 
Brilliant stuff. 



THE ASSASSINS 
DISK 30 

Public Domain * Shareware (512K ft 
1Mb). Fortiss PD. 

- Attractive platf ormer/shoot- 
'em-up from Gremlin, no less. 

• Remember we ranted on 
about the lack of bouncy bullets in the 
two-player tank combat game called 
One On One in June's The One? Well, 
this un'i got 'em and it's all the better 
for them. A right hoot. 

- A SEUCKed shoot-'em-up. 
Slow, jerky and unplayably tough. 
DOlftrt H'tios: -Sewnvfettv 
■bumfim. 



GOLDEN OLDIES 2 

Public Domain ft Shareware (51; 
1Mb), 17 Bit, disk 2031. 

• Superb Frogger clone (given 
away on last month's coverdisk). 

- So-so Pacman clone 
(reviewed in the July issue of The One) 
I'; - Simplistic but very enjoy- 

able one- or two-player aerial combat 
game. 

DRIP - Good but often frustrating!/ dif- 
ficult Amidar variant. 

• Remember Gremlin's 
Trailblaier? Did you enjoy it? Then 
you'll like this. 

- Fun horizontally-scrolling 
shoot-'em-up let down by primitive 
graphics and low difficulty. 
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FIRE FIGHTER 

Public Domain (1Mb). 
17 Bit f disk 1989. 

There's nothing I like better than 
a good laugh and Fire Fighter 
provides them by the bucket- 
load. Not intentionally, mind. It's a 
shoot-'em-up with a twist, with you 
cast as a water- squirting fireman given 
the task of extinguishing any confla- 
grations you come across in your slow, 
vertically-scrolling meander up the 
screen. I guess you could call it a squirt - 
'em-up. 

Apart from the obvious fire threat 
to your London's Burning extra, there 
are also clouds of poisonous smoke to 
avoid (although these mercifully float 
away from you up-screen) and rogue 
storms which lob out forks of deadly 
lightning in all directions. However, 
these present very little danger and it's 
easy to make progress through the 
graphically-diverse levels very quickly 
(well, as quickly as the turgid scroll will 
allow). 

Although the basic idea is quite 
appealing, the ineptly-drawn back- 
grounds and spntes (that's being char- 
itable), non existent challenge and 
repetitve gameplay soon sap any 
enthusiasm you might have originally 
had. But it's just on the right side of 
the 'Sd bad it's good' line, so there are 
still a few giggles to be had for your 
money. 



FALL IN! 



This month our dreamy PD selec- 
tion comes from... 
■ 17 Bit Software, 1st Floor 
Offices, 2/8 Market Street, 
Wakefield, West Yorkshire WF1 
1DH. 

Tel: (0924) 366982. 
• Fortlss PD, P.O. Box 2, Eart 
Shilton, Leicester LE9 8LU 
Tel: (0455) 850984. 



BALL BRIDGER 

Public Domain (512K). 
Fortiss PD, Assassins 29. 

Obviously semi-inspired by Lem- 
mings. Ball Bridger is another 
entry into one of the most 
popular P0 game genres, the arcade 
puzzler. A slowly-rolling ball drops into 
play at the far-left end of a long, hori- 
zontally-scrolling play area Using the 
platforms and pipes scattered about 
the landscape (which can be picked up 






and moved with the mouse), the play- 
er has to build a safe path over the 
deadly floor to the exit to the right of 
the level. Easy enough. But each plat- 
form, pipe or whatever can only be 
used a limited number of times and 
inevitably there are only just enough 
pieces and allowed uses to get your 
fragile sphere from A to B. 

It's an excellent game concept and 
very addictive, but enjoyment is marred 
by the somewhat fiddly control. Rather 
than locking the bridging pieces to a 



grid when they're dropped off, so tr* 
the player can just throw them rough- 
ly at the right area and they'll still droi 
into place correctly, each must be pos 
tioned precisely by hand. At first the 
isn't so bad, but as the pressut 
increases on later levels this cs- 
become annoying. Still smart stuf* 
though 




BOUNCE N r 
BLAST 

Shareware (1Mb). For- 
tiss PD, Assassins 30. 

Aaargh! I absolutely HATE tna 
game! It's a sort of cutesy Tur 
rlcan, with the player hunting 
for the exit to a series of multiway- 
scrolling landscapes, with a multitude 
of aggressive baddies to off as you gc 
along. It looks and sounds great, and 
the player's control over the mair 
sprite is lovely and responsive. In faci 
everything seems just fine and dandy 
until you start to play. 

It's so hard. And I'm not talking 
adrenalin-pumping, gotta-have-anoth 
er-go hard, I'm talking gnashing -teeth 
foot-lhfough-the-telly hard. The nasties 
spew bullets like they're going out o* 
fashion and require an inordinate 
amount of peppering with your laze 
before they keel over even after you've 
picked up the power upgrades. Ana 
while I don't mind a challenge, afte* 
playing Bounce n' Blast for a few mm 
utes you feel like you've just spent fif- 
teen rounds in the ring with Chris 
Eubank And unless you're some son o* 
pervy masochist, that's not a lot of fun 




4TH-6TH DECEMBER 1992 




NEC BIRMINGHAM 




You ' ve 

Now experil 



The worlds of Mario, Sonic, CD 
technology and Virtual Reality 
collide this December when Channel 
4's Gamesmaster is transformed into 
a fantastic three day festival of fun 
and frolics at the NEC December 

4th, 5th and 6th. 



Be a part of all that's 
hottest in consoles, 
computing, hand- 
helds, coin-ops and 
all sorts of games- 
related shenanigans. 



The GamesMaster 
presides over celebrity 
challenges, competitions 
and more! 1 1 1 ■ 
See the GamesMaster 
himself, Jovial Jock, 
Dominik Diamond. 






Virtual Reality! See 
what all the fuss is 
about on the banks of 
linked VR machines! 
Blow the cack out of a 
friend or a complete 
stranger. 




GAMESMAST 



Shoot each other in Quasar 
Lazer Dome! Take a trip 
back in time to the old Wild 
West and free the sheriff, 
but watch out for those 
pesky Terminators and their 
death-type activities. 



it all on 

it 





Put your free tokens to good use in the mega-arcade on all the 
latest coirvops. Then use your ID pass to key into the ultimate 
high scores taWe, with fab prizes for the top players! 




VE! 



VE! BEWARE OF CHEAP IMITATIONS! 

GAMESMASTER LIVE 
N ASSOCIATION WITH 





It's an essential experience for all games fans,wrth hundreds of 
the latest releases and hot new trees from companies including 
VIRGIN, ELECTRONIC ARTS, GREMLIN, MICROPOSE, ANCO, 

IMAGINEER and COMMODORE before anyone else, and then 
use your new-found gaming knowledge to win friends and 
influence people. GamesMaster Live! will be packed with top 
celebrities from the worlds of pop, sport and train spotting {well, 
probably not this last one), all of whom appear in the new series 
of GamesMaster, there'll be live bands shaking their funky 
thangs and of course the MEAN MACHINES and CVG crews 
who'll be on hand to help with games, 
dispense top secret information and To get your no doubt 
autographs (and accept bribes). already sweating 
Whatever yourgaming interests there's palms on a ticket for 
guaranteed to be something there for 
you, from top beat em ups through to 
the latest fishing simulations to get 
your dad interested! Where else can 
you meet your favourite stars whilst 
playing on the latest in fab games? 
Nowhere, that's where (apart from _ 
Priory Court that is) 

GAM ESM ASTER LIVE- 
CAN YOU AFFORD TO MISS IT? 



this jaw-salivatingfy 
smart experience, 
fill in the form and 
send it off to us, but 
hurry, tickets wont 
last long. 




4TH.5TH&6TH DECEMBER 1 



Name 
Address 



— ..... 



Day Time Tel. No. 



Evening Tel. No. 



Please send me tickets at C6.0Q each. 

For 4th [ 1 5th ■ 6th ■ iPte tiu preferred diuL Alternate date 

I enclose a chequeYottal order for £ Cheques payable to NEC (Games *92) 

Please charge my Visa\Access\American Expresses Club 

I I I 1 1 l^ flwfr^F- 

Signature WKL. 



Please (inclose a stamped address envelope 
Post to: Gamesmaster Livo' NEC Box Office. NEC Arena. BIRMINGHAM B40 'NT 

Fof credit card bookings, call the NEC Box Office 
H you have not received your tickets within 21 days of application, please contact 
NEC Bo* 0»ice Customer Services on 021 7804133 E*l 2*09 
Cut Off date for postal applications. 20th November 1992. 
Discoun! available lor Games Masler Club 
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Only a couple of months left until 
Christmas now. At The One it's our 
favourite time of the year, not just because 
of all the holidays, prezzies and great soft- 
ware, but because it gives us something to 
write in the Previews intro apart from the 
usual non-committal babble. So put your 
feet up by the fireside, kick off your 
loafers, pour yourself a fine glass of 
Brandy (that's Irn Bru for all you under- 
18s) and take a leisurely stroll through this 
fine set of first-looks. Yule love 'em! 
(Clear your desk - Ed.) 



INTERNATIONAL 

RUGBY CHALLENGE 

Domark 



Rougher, tougher and more entertaining than American Football, for 
all its transparent razzmatazz, could ever be, Rugby is a game of real 
men but not, until quite recently, one to be successfully adapted to 
the Amiga. It took the immense licensing possibilities of the World Cup ear- 
lier this year to finally convince softcos that Rugby was a 'happening' sport 
to simulate. Of the two games that appeared to cash in on the unprece- 
dented TV hype, it was Domark's Kick Off-style effort with the inspired 
title of Rugby: The World Cup that arguably won out over Audiogenic's 
glossier offering. 

Now, with the International season just around the corner again, Domark 
is revving up to jump on the sporting bandwagon once more with Inter- 
national Rugby Challenge, the official sequel to World Cup. This time the 
game's based around league action rather than the shorter, more imme- 
diate tournament scenario, with up to sixteen teams competing in three 
championships - the Triple Crown, Five Nations and, of course, the World 
Cup - as well as tours and friendly matches. And whereas World Cup was 
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a straight arcade-based game, Rugby Challenge has a smart managerial 
section where squads are picked and team tactics put together. 

Once out on the pitch, the game plays much the same - although the 
graphics have been radically revamped and look much nicer than Work 
Cup's rather basic visuals - and there's also an action replay facility (no good 
sports game is complete without one). Due out on Amiga in October, Inter- 
national Rugby Challenge looks like it could be the best conversion (pun 
fully intended) of the sport yet. 



RAGNAROK 

Mirage 



Norse legend has 
it that one day 
the world would 
come to an end in an 
epic battle between the 
great Viking gods of 
good and evil. A typi- 
cally Apocalyptic sce- 
nario, wouldn't you 
think, for a computer 
game? Well, don't go 
sending it in to any 
software houses 
because Mirage has 
already thought of it. 
Taking a few liberties 
with the legend, the 
plot of Ragnarok 
reveals that Odin, most 
powerful of all the 
gods, becomes worried 
about being destroyed 
in the upcoming battle, 
so tries to avert his 
death by travelling to 

Earth in the form of a raven and challenging a bunch of humans to rounds 
of the old boardgame King's Table. Don't look at me, I just write the stuff 

Similar in style to Chess but theoretically more complex. King's Table is 
played over a tiled board where one player, whose pieces start out in the 
centre of the board, has to get his King into one of the corner squares while 
his opponent, his pieces camped around the border, has to prevent it get- 
ting there. Like EA's old favourite Battle Chess, the pieces in Ragnarok are 
living characters - Odin is the good king, Lokl the evil one. with famous 
faces from Viking mythology scattered around in between. And when a 
piece takes another, the action switches to one of 800 animation sequences 
showing the bloody battle between the two characters. 

Featuring a wealth of options that would do any conventional Chess 
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game proud, Ragnarok should prove to be a big hit with Tefal-heads across 
the land who'll probably just turn off the fancy animations and play in 2D 
mode anyway. It's released next month. 



LIONHEART 

Thalion 



s 



c r o I I i n g 
arcade adven- 
ture beat-'em- 
ups like Strider and 
Beast are two-a- 
penny. right? Well, 
yes, but it never 
put the Germans 
off coming up with 
their own 'tributes' 
to the genre. It's a 
mystery how they 
do it. but every 
now and again the 
Jerries come up 
with a game that, for all its unoriginality. knocks spots off everything com- 
parable to it. Turrican was one such game and, if early indicators are any- 
thing to go by, Lionheart could well be another. 




After a succession of RPGs and, of course, the inimitable A320 Airbus, 
this is one of Thalion's first major action-based products - it's certainly its 
most ambitious. The company is proudly proclaiming it to be the most tech- 
nically-advanced console-style Amiga game the machine has ever seen. 
These Germans, you know, they're not silly when it comes to squeezing 
every last ounce of juice out of the Amiga, and the early demos we've seen 
so far are enough to have us convinced that, technically at least, Lionheart 
will be a real bobby dazzler when completed. 

The game itself is an "unpretentious hack and slash" that's probably best 
compared to something like Core Design's Wolfchild. It does, after all. fea- 
ture a half-man. half-beast character battling through eight multidirec- 
tionally-scrolling levels. As you'd expect, the game's originality (or lack of 
it) is being played down, and its stunning technical achievements hyped 
up instead. Like Team 17 games, it's not offering much in the way of inno- 
vation, but should score heavily in the payability and graphical stakes - 
we've been promised that the game features the biggest sprites ever seen 
in an Amiga game. Thalion is. of course, confidently predicting that this will 
be the big surprise hit for Christmas. Only time will tell. 
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REVIEWS 



THE GADGET TWINS 

Mi rase 

Cutesy time again. In this, seemingly the fifteen billionth game to be 
set in a faraway cartoon world that looks like a kiddie's colouring 
book and everything has a nice smiley face, you and a pal play the 
Gadget Twins of the title, two characters called Bop and Bump (oh God). 
The cute clkhe-hdden storyline describes how they're on a mission to 
retrieve the Magic Gem of Gadget Land, which has been stolen by the evil 
Thump. Don't nod off just yet, there's more. Gadget Land gets its name 
because every last one of its inhabitants is some kind of... you guessed it... 
mechanical gadget. 

So. Gadget Twins has Bop and Bump chasing Thump through six colour- 
ful and multidirectional scrolling levels. Because of the twins' remarkable 
gadget-like powers (starting to sound a bit like a Viz strip, isn't it), they can 
transform to fly through the air or swim underwater - amazing! - as well 
as pick up a bountiful supply of pickups and weapons to do battle with 
Thump's minions - Thump himself makes regular appearances through- 
out the game, piloting the 
mechanical guardians that 
crop up at the middle and 
end of each level. And, in 
the tradition of the best 
cutesy arcade games, 
there's not really a great 
deal else to say. It's good, 
solid, old-fashioned fun - or 
at least that's what's being 




promised. The game's 
still in the early stages 
of its development over 
at Imagitec (responsible 
for this month's The 
Humans and the forth- 
coming Ragnarok - see 
previous page), so 
there's not a great deal 
to see at the moment. 
Rest assured we'll be 
taking a closer look 
nearer to the game's 
release at the end of 
the year. 





ROME A.D.92: 
PATHWAY TO POWER 

Millennium 



Journey with us now. back through the ages, to the dawn of a new 
civilisation... back to ancient Rome at the height of its gladiatorial 
splendour. It's not often we get to travel this far back in time in a 
computer game - EA's mediocre Centurion is the only game we can 
remember to tackle this particular subject matter before, and maybe 
it's because traditionally games with scenarios set in ancient history tend 
not to set the world ablaze. 

This latest effort from Millennium, however, might be the one to break 
the mould, discarding stuffy strategy game pretentions and opting 
instead for a more fun approach combining RPG and adventure elements. 
Any similarities between the screenshots on this page and Millennium's 
earlier Robin Hood game are purely intentional - both were the brainchild 
of programmer Steve Grand, and Robin's colourful Isometric game world 
helped make it a big hit with punters who normally wouldn't touch this 
kind of stuff with a bargepole. Inevitably the same techniques have been 
radically enhanced (aren't they always?) and put to use here in a game 
casting the player as Hector, a humble slave who must rise up from his 
peasant origins to seize the reigns of power In one of the most power- 
ful empires In history. 

As the adventure unfolds. Hector advances through the ranks of 
Roman society, becoming a centurion, consul and senator before finally 
having a bash at the Emperor's throne itself. There's more of a strategic 
bent to this than Robin, though, with the player organising military cam- 
paigns and political agendas, as well as going through the motions of 
society hobnobbing and log-rolling that are vital to your advancement. 
It has to be said, we've normally got little time for these weighty his- 
torical scenarios with even more cumbersome gameplay, but Pathway to 
Power has got our tastebuds tingling - if if s anything like Caligula on the 
Amiga, it'll do for us. alright Release and (hopefully) full review next 
month. 




They think buying a game is easy- Well, they're wrong. Very wrong. We know what its 
like. There you are in your local software shop, that thirty quid in your pocket just 
itching to be spent on some tip-top piece of games coding, and all you can do is 
stand there, mouth open like some sort of village idiot, staring blankly at the rows and 
rows of shiny boxes, each crying out "Buy me! Buy me!". Which one to choose? They all 
look so good, don't they? 

Which is, of course, why we decided to create the Games Index. The Index covers every 
game reviewed in The One over the last ten months or so. Provided for each entry are the 
full ratings that we gave the game (Graphics, Sound, Payability, Lastability and, natural- 
ly, the all-important Overall) and a brief three-line conclusion, explaining what sort of 
game it is and its major good or bad points. In addition, we tell you who publishes the 
game, whether it'll work on 512K or 1MB Amiga, in which issue of The One the game 
was originally reviewed (in case you want the full low-down on it) and even where you 
can find tips. It wont take all the heartache out of choosing which game to buy but it 
should help you sort the wheat from the chaff. Happy hunting. 



THE COMPETITION 

Once again it's time to get your thinking heads on as we present the sixth of our monthly 
Games Index Competitions! (Cue fanfare of trumpets.) As usual there's a not- 
inconsiderable amount of prime Amiga games software on offer to the reader who can 
correctly answer the three quezzies below and also be lucky enough to get plucked from 
the bulging sack of entries on the closing date. Don't forget - all the answers to the 
following posers can be found somewhere in the Games Index. Okay? Let's go... 

(1) Centaur Software only have one game listed in the Index. What is it? 

(2) Which game feels like "Pinball on a football pitch", according to its Index entry? 

(3) Which game was reviewed in the December 1991s The One and tipped in May 1992 s? 



Get your answers on a postcard to us at: Games Index Compo 6, The One, Priory Court, 
30-32 Farringdon Lane, London EC1R 3AU. The closing date is 21st October 1992. 
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Oooh, I bet you're all tired out after all that, aren't you? Go on, you sit down and have a 
rest for a moment or two. After all, you're going to need it because this is the page 
where I tease you with veiled hints as to the goodies that are heading your way in next 
month's smasheroo of an ish. 

I bet you thought that things couldn't get any better after this month's three quite 
unbelievably good disks and the equally unbelievably good features and reviews in the 
magazine. But - o, unbeliever - how wrong you are. 

Position yourself comfortably in your armchair and grip the magazine firmly with both 
hands. I'm not going to make any fast moves, I'll take it all nice and slow. I know the risks 
- one superlative too many and you could end up a drooling vegetable, overloaded on 
excitement - but I'm a professional and I know what I'm doing. Ready? Then I'll begin... 

??? MYSTERY WORK IN PROGRESS ??? - In yet another major coup, we present a 
completely EXCLUSIVE mega-huge Work In Progress Special on one of the most-eagerly 
awaited Amiga games of the year and a sure-fire cert to be this year's Xmas Number One 
bestseller. We can't tell you too much at the moment, but suffice to say that the game's 
coming from US Gold, it's a beat-'em-up, it's a conversion of a wildly-popular arcade coin- 
op and in its title it has the words STREET and FIGHTER and the number 2. (Geddit?) 

PLUS! PLUS! PLUS! - All the usual goodies you've come to expect from Britain's biggest 
and best Amiga games mag, including reviews of the all the big-name games, as many 
pages of tips as you could ever seriously want, a heady mix of the first-ever news and 
screenshots of major games coming your way, in-depth interviews with the people mak- 
ing the software headlines, behind-the-scenes looks at games in development, superb 
budget and PD round-ups... In short, the usual excellence. 

Don't fret. A month's not that long a time to wait, really. 
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